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AN OFFICIAL ILLUSTRATED GUIDE 
TO THE FANTASY WORLD 


Being an encyclopedia and an exploration of the diverse lands, races and 
cultures of the known world, its magic, warriors, fantastic beasts and 
strange creatures, and including maps, histories and timelines, and an 

examination of the iconography, mystical symbols and languages thereof. 


RICHARD WOLFRIK GALLAND 


ne 
Ae 
MOUTH |g 
PRESS 


CONTENTS 


FOREWORD 
INTRODUCTION 


WELCOME TO THE 
WORLD OF WARHAMMER 


RACES 
LIZARDMEN 

| HICH ELVES 

| Woop ELves 
DWARFS 

THE EMPIRE 
BRETONNIA 
REALM OF CHAOS 
SKAVEN 

CxHaos DwarrFs 
Dark ELVES 
UNDEAD 

OCs AND GOBLINS 


104 
116 
124 
136 
148 


A-Z OF RACES 


WARHAMMER WORLD 
TIMELINE 


GREAT EVENTS 
HEROES & VILLAINS 
INDEX 


te the early eighties fantasy gaming was a relative 
‘ewcomer to the well established hobby of historical 
ergaming. Published by a small fantasy miniatures 
any based in Nottinghamshire, England 
mmer was the first game to specifically cater for 
gamer who wished to enact large battles with tens 
baundreds of models in a fantasy rather than 

ical setting. The first edition was published in 
#3 and it was a pretty basic affair consisting, as it 
of a three slim volumes, dotted with the 
ssassional black and white picture, in a box. It was, 
er, an immediate success and sales far surpassed 
gathors’ modest expectations requiring several 
s within the space of a year. Fifteen years and an 
lot of hard work later Warhammer and the 
e company that produced it have grown from 
bumble beginnings out of all recognition. 
(One of the keys to Warhammer’s success is the rich 
Getailed imagery that pervades the setting and 
for the game — the Warhammer world. The 
ammer world bears a vague resemblace to our 
in medieval times that mankind shares with 
ble mythical and fantastic creatures. This isn’t, 
sever, a world in harmony, far from it. It’s a world at 
x From the civilized lands of the Empire and 


ia, to the cold unwelcoming Kislev in the north 


FOREWORD 


and the hot arid Estalia and Tilea in the south, the 
realms of men are under constant threat of attack. The 
legions of the dead ride on them from the south whilst 
the Chaos hoards pour relentlessly from the Realm of 
Chaos slaughtering all in their path. Man looks to other 
races, such as the Dwarfs and the Elves, as would-be 
allies but they have their hands full defending their 
homelands from raiding Orcs and Goblins, the 
verminous Skaven and the twisted Dark Elves. There are 
also the Lizardmen in the steamy jungles of Lustria 
desperately trying to cling to the last remnants of the 
ancient civilization that once ruled the Warhammer addhas 
world before the great disaster which unleashed 
horrifying powers of chaos and magic into the world. 

Over the years the Warhammer world has been 
constantly evolving and growing as subsequent 
versions of the game, supplements, articles and novels 
have added layer upon layer of detail to the world. 
Over time new races have emerged, great heroes have 
been born and innumerable armies have clashed in 
ferocious and bloody conflicts. The result is that today 
as much is known about the inhabitants of the 
Warhammer world and their history as there is about 
ancient Rome! 

This book provides a brief insight, a stranger's 


guide, into that grim and brutal world. Enjoy. 
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INTRODUCTION 


In order to be a commercial success a realm of 
fantasy fiction needs to be almost as detailed as 
the more mundane one in which its readers live. 
We are more ready to accept a magical world of 
powerful wizards and incredible monsters if it 
follows a consistent logic, which involves us and 
makes us a part of its reality. 

Devotees of Games Workshop’s long- 
established fantasy wargame will tell you that the 
world of Warhammer is definitely such a place — 
from humble beginnings it has evolved over time, 
not simply changed to attract new followers, yet 
it has never lost its freshness. Few games can 
boast such a rich background — in fact, few 
novels are as well-developed. The attention to 
detail and consistency are quite incredible 
considering what an eclectic patchwork 
Warhammer is, combining the very best elements 
of the sword and sorcery genre with real world 
history and mythology. All of which explain why, 
when you enter the World of Warhammer for the 
first time, it always feels strangely familiar. 

Warhammer is not a child’s story. Its appeal 
cuts across the generations, because there are 
always new layers of detail to peel back, new 
intrigues to uncover. Certainly it is a place of 
heroic fantasy, where the forces of Good march 
valiantly against a rising tide of Evil. But, in the 
tradition of all the best fairy tales, beneath its 
surface veneer of mighty warriors and fabulous 
beasts there is a more sinister underbelly, 
reminding us of the darker side of human nature 
and the apocalyptic nightmares that never really 
surrender to maturity. Moreover, the tags of 
‘Good’ and ‘Evil’ are only lightly used in 
Warhammer, which prefers the more adult 
themes of civilized endeavor and its nemesis, the 
destructive, sociopathic power of Chaos. 

This cyclopaedia cannot hope to do justice to 
the World of Warhammer in its entirety, but it 
will, I hope, give the reader an insight into the 
places and races that distinguish it from lesser 
realms of fantasy. It has been heartbreaking at 
times, cramming the hard work and creative 
genius of many authors into a single volume and 
I apologise in advance for the gems of lore that 
did not make it into these pages. 


— Richard Wolfrik Galland — May 1998 


Many thousands of years ago the Warhammer World 
was a peaceful realm, unspoiled by the spread of 
civilization or the clamour of war. 

The lands were not shaped as they are now, and 
the races that dwelt in them had yet to receive the gift 
of speech. Then from a place beyond the stars came 
the Old Ones. These eldritch beings arrived in the 
Warhammer World in silver ships that crossed the 
endless sea of space by means of a 
mystical Gateway, which they 


set above the North Pole. 


WELCOME TO 
THE WORLD OF 
ARHAMMER 


Making their home in the deep tropical jungles of 
the western continent, the Old Ones used arcane 
technologies to erect fantastic cities and restructure 
their environment They were as gods to the primitive 
races of the Warhammer World, but chose to keep 
themselves hidden and secretly guided the ancestors of 
Elves and Dwarfs towards a new age of enlightenment 
and civilization. 

The Old Ones wielded powers beyond the wildest 
imaginings of their protégés but by far their greatest 
achievement was the means by which they had arrived 
in their world. The polar Gateway was the source of 
their power, harnessing forces even greater than those 
of nature itself. While their Gateway stood, the Old 
Ones were the benevolent masters of every stone, 
flower and creature. The world they had adopted 
flourished: peace and order reigned. 

Tragically that same Gateway would ultimately lea 
to the downfall of its creators and plunge the 
Warhammer World into an unending chronicle of strife 


Lizardman Saurus. Once used as slaves by the Ol. 
Ones, they are now the warrior guardians of th 
Lustrian jungle 


GREAT CATASTROPHE 


es Sistorical record explains why the polar Gateway 
==2psed, but its failure unleashed a force that not even 
ee Old Ones could control. The incredible energy that 
et sustained the portal fell in on itself, tearing the 
Sone of reality asunder. The North Pole became a 
eeroughfare into the world of Daemons — creatures of 
ssomenal power and unutterable malevolence — and 
Se peaceful, ordered world of the Old Ones was 
eeshed beneath a seething tidal wave of Chaos. 
serything touched by this malign power was horribly 
smmsformed, mutated beyond recognition and 
Seetesquely destroyed. 

The Old Ones perished defending their life’s work, 
et the races they had set on the path to civilization 
=essed to be wiped out. Even without the guidance of 
eer extraterrestrial mentors they clung desperately to 
ee and somehow survived the first onslaught that 
Semmited from the ruined Gateway. These Elves and 
warts were no longer primitive creatures cowering in 
ee dark. They had learned the value of co-operation 
eee Secome wise and resourceful. In spite of their 
Smetous differences the two races forged an alliance 
@eems the Darkness and, in the aftermath of the Great 
‘eestrophe, prepared to take back their world. 


High Elves, a proud and noble civilization who 
were among those tutored by the Old Ones. 
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The nightmare landscape of the Realm of Chaos. 


THE ETERNAL BATTLE 


Accounts vary as to how the first Chaos incursion was 
overcome. Dwarfs maintain that their ancestor gods 
sacrificed themselves while driving the hordes of 
Daemons back to their hellish origin. It was the Elves 
however, who reduced the flow of dark power into the 
world by reconstructing some of the Old Ones’ 
technology. The Gateway was irreparable, but the Elves 
succeeded in creating a magical Vortex that siphoned 
off much of its unholy discharge. The problem had 
been postponed rather than averted, however. The foul 
power of Chaos had soiled much of the natural world, 
creating hideous monstrosities and new races that bent 
their knee to dark gods. In the north, the surging 
energies of the ruined Gateway transformed the entire 
land into a garden of Hell that became known as the 
Realm of Chaos. Even some of the Old Ones’ chosen 
did not escape the corruption, and thus were born the 
races of Dark Elves and Chaos Dwarfs — hated enemies 
of their progenitors. 

The Warhammer World had earned its name. Over 
the centuries, the bloody hand of war would turn Elf 
against Elf, Dwarf against Dwarf and the two 
implacable allies against each other. But looming over 
all strife and horror would be the shadow of Chaos, 
civilization’s Greatest Enemy from now until the end of 
the world. 


MAGIC: 
THE LEGACY OF THE OLD ONES 


Magic does not exist naturally in the Warhammer 
World, but originates from the dimension of Chaos, a 
fantastic universe that exists parallel to our own. The 
real universe is connected to the dimension of Chaos 
on a spiritual level. All that is intangible in our world — 
thought, dream and emotion — is as real as flesh and 
bone in this strange domain. 

Since Chaos does not obey the laws of reality, time 
and distance are mutable. The mighty Old Ones 
exploited this fact to travel the length and breadth of 
the universe. They created gateways, openings in the 
fabric of reality, that enabled them to physically enter 
the sea of Chaos and re-emerge anywhere in the 
universe that they desired. In this way they came to the 
Warhammer World many millennia ago. 

The Gateway allowed the Old Ones to channel the 
energies of this strange dimension and bend reality to 
their will but had to be constantly monitored to ensure 
that the stuff of Chaos did not leak into the world. 
This arcane science is the basis of what mortals call 
magic. Unfortunately even the Old Ones were not 
infallible. When the gateway collapsed, a seething wave 
of Chaos energy was disgorged and, in a very literal 
sense, nightmare became reality. 


A typical Old World city. 


A High Elf wizard battles a sorcerer of Chaos. 
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Now the raw stuff of magic blows from this ruined 
portal like a wind — intangible and inconstant but 
potentially devastating. In its purest (and most 
malignant) form it is not unlike natural darkness. 
However far from being simply the absence of light, 
dark magic is an entity in its own right, accumulating 
in the regions of the world where horror, sickness, 
violence and death are present and growing stronger 
with time. 

If allowed to run its natural course it would 
eventually engulf the entire world and scour it of all 
life in a tidal wave of horror. Fortunately, the Vortex 
diffracts this malign power into the many ‘colours of 
magic’, which can be put to more benevolent uses. 

Almost all intelligent beings have the potential to 
wield magic, but in practice only a rare few have the 
natural aptitude and determination to pursue a 
sorcerer’s vocation. Each race has its own unique way 
of wielding magic, from Dwarf Runesmiths who forge 
it into their artefacts, to the vile Necromancers, who 
use Dark Magic to raise the dead and bind them to 
their will. 


THE AGE OF MAN 


As the Empires of Elves and Dwarfs have waned, a new 
player stepped onto the stage. For thousands of years 
Mankind had been nothing more than a scattering of 
savage tribes, but it too had a yearning for civilization. 
The Elves and Dwarfs took a hand in this, realising tha 
Man could prove a formidable ally against Chaos. 

The rise of human civilization has been a mixed 
blessing to the Warhammer World. If the likes of the 
Empire and Bretonnia are proof of Man as an 
implacable foe of Chaos, there are others who have 
shown him to be among its most perverted and 
powerful agents. Only Time will tell if this young race 
is destined to be the Warhammer World’s saviour or its 
destroyer. 
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‘4x Old World map showing the location of the 
earliest human civilizations. 


THE OLD WORLD 

Whe Gest recorded human civilization — the Nehekhara 
emerged in the east when then the Empires of Dwarfs 
gee Elves were at their zenith. Little is known about 
‘es ancient society save that its nobles dabbled in Dark 
Wetec which probably led to its fall. 

Around the same time in the area known as the 
ee World, primitive human tribes eked out an 
‘Sestence while battling each other and tribes of 
atthe Orcs. Aided by the Dwarfs and, to a lesser 
ment. the Elves these tribes eventually advanced 
Sewards civilization and were able to wrest much of the 
‘eeement from their greenskinned rivals. 

Today the Old World is home to two of the 
»eetest human civilizations of the Warhammer World, 
Empire and the Kingdom of Bretonnia. They share 
Ser continent with the dwindling Dwarf Empire in 
s Worlds Edge Mountains and the reclusive Elves of 
Se! Loren, as well as many less wholesome races. 

As human civilization continues to expand in the 
12 World it is assailed by enemies on all sides. The 
meships of the savage Norscans prey constantly on 
“© coasts and the twisted denizens of the Realm of 
Deees wait for a time when they will expunge hated 
manity from the world completely. The threat of 
Tess has not been completely removed either. Restless 
bes of these Greenskins lurk on the borders of every 
Mized realm, and they never tire of war. 


HE NEW WORLD 


> the advent of sailing, human populations began 
Scatter more widely throughout the world. The Elves 
# tong known of the lands to the west of the Old 


World but, after 
centuries of strife, 
they had lost the 
inclination to 
expand their 
territories 
beyond their 
island realm. 

The 
continent of 
Lustria was 
settled by the 
mysterious Old 
Ones millennia 
ago, and their 
reptilian servants 
continue to flourish there. 
These cold-blooded 
inhabitants do not welcome intruders into their jungle 
empire, but this has not deterred innumerable boatloads 
of colonists, explorers and traders from attempting to 
settle on Lustria’s shores. 

Between the Old World and the New is the ancient 
magical island of Ulthuan, eternal home of the High 
Elves, one of the oldest and certainly the greatest 
civilization of the Warhammer World. However the 
High Elves’ numbers are dwindling, and they may not 
be there to serve as the benevolent watchmen of the 
world forever. 


The continents of the New World. 
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| RACES OF THE 
WARHAMMER 
WORLD 


This work introduces the twelve major races of 
the Warhammer World. Each chapter is broken 
down into reference groups, including — 


IN THE BEGINNING 


Here you'll find a brief outline of the race’s 
history. Some hail from the time of the Old Ones, 
while others have emerged from political 
divisions or civil war. And then there are the foul 
offspring of Chaos... 


PHYSICAL ASPECTS 


A physical desription of each race including, 
where appropriate, its life cycle, reproductive 
activity and sub-species. 


HOME TERRITORY 


Every race has a domain, be it an established 
nation or a collection of tribal regions. Many 
races share their territory with fantastic creatures, 
which will also be dealt with here. 


GETTING TOGETHER 
A broad section detailing the social organisation, 
traditions and achievements of each race — in 
short, what gives the race its identity. 
Several subtopics can also be found here: 


How THEY THINK 
How THEY TALK 
WHAT THEY BUILD 
How THEYRE ORGANIZED 
WHAT THEY BELIEVE 


BATTLE PLANS 
No race of the Warhammer World has escaped 
the scourge of war — in fact many of them 
positively enjoy it! This section details the 
organisation, fighting style and composition of 
the race’s military, and looks at the role of the 
warrior in society. 
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LIZARDMEN 


CHILDREN OF THE OLD ONES 


In the sweltering heat of the Lustrian jungle dwell an ancient, 
cold-blooded people. They are the Lizardmen, inheritors of the Old 
Ones’ great plan for the Warhammer World, and their existence may 

provide a clue to the World's history, and its future. 


ee 


Ones’ power, shattered the barrier between the 
Warhammer World and the realm of Daemons, 
ans ten releasing a hellish host that completely annihilated the 
When the Old Ones arrived in the Warhammer World Old Ones along with many of their genetically- 
» chose the vast expanse of jungle that would later enhanced servants. 
vided into Lustria and the Southlands as their However the reptilian survivors of the Catastrophe, 
in. In order to realise their unfathomable, planet- , having been bred to be efficient warriors, fought back 
sping plans they employed a variety of servitor in earnest and eventually succeeded in driving the 
sees. modified by their alien technologies to adapt demonic spawn from their jungle home. 
heir surroundings. Some of these In the aftermath of the Time of Chaos, 
svants had accompanied the Old Ones the Old Ones’ saurian servants found 
mess the sea of stars from their themselves leaderless and alone for the first 
time. At this juncture the Old One’s 
genius became apparent, for 
they had not only given their 
servants the ability to adapt and survive, 
but also to interpret and execute their grand 
scheme for the Warhammer World in their 
absence. To this day the descendents of 
these servants continue the millennia-old project. 
And so might they have remained had it not They dwell in the secluded tropical wilderness on both 
= for the Great Catastrophe. The destruction of the Y¥ sides of the Great Ocean and are collectively known as 
ax Gateway, which had been the source of the Old the Lizardmen. 


evolved from the 

enous fauna of Lustria. In 
= cases they were cold-blooded 
mids (man-like reptiles and 
shibians) who had no sense of racial 
ity, being solely devoted to fulfilling 
“= masters’ wishes. 
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| PHYSICAL ASPECTS | 


order to make efficient servants. : 
Lizardmen remain one of the most curious races of 
the Warhammer World, their reclusive natures and | 


The name ‘Lizardman’ is something of a misnomer inhospitable habitat have made scientific studies almost 
since the races covered by the term evolved from a impossible. In fact inquiring bodies are lucky if they _ 
variety of cold-blooded species: some are closer to leave their jungle continent in one piece! | 
smooth-skinned amphibians than scaly reptiles, while The race of Lizardmen comprises three distinct species: 
others bear the traits of both. The Old Ones were Slann, Skinks and Saurus. Each of these fulfils a | 
evidently capable of moulding the stuff of life itself in different role in Lizardman society. 


| 
| 
| 
| 


| 
A Slann Mage-Priest, one 
of the mighty rulers of the 
Lizardmen, borne aloft by 


his elite Temple Guard. | 
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@ Selieved that the Old Ones brought this race of 
‘gent amphibians with them from their 

world. A typical Slann resembles a giant, 

ent and vaguely humanoid, toad or frog. Their 

= are often atrophied to the extent that they can no 

s= support their own body weight. 

Sthough imbecilic in comparison to the staggering 

Meets of their extra-terrestrial masters, the original 

possessed minds far greater than any race 

senous to the Warhammer World. They were 

se of manipulating the Old Ones’ awesome, 

aping technologies and were entrusted with 

sesk of putting their plans into motion, serving as 

ects, engineers and supervisors. 

The Slann of the first generation were wiped out 

sside their masters following the Great 

merophe. It has been suggested that the Old Ones 

ed their lives in the act of preserving their work 

is to say the civilizations of Elves and Dwarfs. 

Today Slann fulfil the role of political and spiritual 

ss in Lizardman society. Later 

ations lack the insight and 

dge of their elders and the 

ms of the Old Ones are now all 

‘est to them. Nevertheless they 

#s the most powerful sorcerers 

Warhammer World and play a 

role in maintaining the magical 

brium that sustains it. 

The incredible intelligence of these 

es is somewhat offset by their 

sd barely mobile bodies. 

= therefore depend on 

Sesser Lizardman races to 

= servants, guardians and 

mansport. Of all the 

imen species Slann 

ec least numerous, 

ere perhaps only a 

Gendred in existence 

trey show no sign of 

smishing their number. 


s warriors — the 
sous front line 
ery of the Lizardmen. 


LIZARDMEN 


SAURUS 


Because the Slann have neither the strength nor the 
temperament for physical labour the Old Ones found it 
necessary to create a race of obedient workers and 
warriors. The result of their first attempts was the 
mighty Saurus. 

Saurus have probably been artificially evolved from 
the great crocodilians of Lustria. However, in 
contrast with other Lizardmen, they 
are non-aquatic. Standing much 
taller than a human, with 
powerfully muscled bodies 
and terrible fang-filled jaws, the 
Saurus resembles a bipedal 
battering ram with teeth. 

Although lacking in agility, Saurus 
possess a squat tail that stabilises its 
considerable mass and allows it to 
move with surprising speed. 
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The body is covered in a scaly hide that acts like armour 
plating and is ridged with dorsal spines for added 
protection. The underbelly is softer and more 
vulnerable, but this fact offers little hope to an opponent 
since Saurus often carry heavy bronze shields in battle. 

The Saurus’s small brain affords it just enough 
intelligence to wield crude weapons and follow simple 
instructions but little else. This, combined with its 
natural savagery, makes the Saurus perfectly suited to its 
role as temple guard and foot soldier. Little wonder that 
the blood-curdling roar of these monsters is one of the 
most terrifying sounds of the jungle. 

Saurus have a larger, aquatic, and even more bestial 
cousin known as the Kroxigor. Originally created for 
heavy construction work on the Old Ones’ pyramid 
temples, these gargantuan brutes are now the mightiest 
warriors of the Lizardmen. They are, however, 
relatively rare, which is fortunate since just one of these 
beasts is capable of tearing a medium sized tree out 
from its roots. 


a Dwarf warrior. 


A Saurus looks for its next meal — in the form of 


SKINKS 


It is possible that the crude, blundering Saurus were a 
disappointment to the Old Ones, which is why they 
made a second attempt to create servants that were as 
agile of mind as of body — resulting in the creation of 
the amphibious bipeds known as Skinks. These 
diminutive creatures bear many physical similarities to 
the giant crested newts of Lustria but, like the Saurus, 
have protective dorsal scales. Although lacking the 
sheer physical power of Saurus, Skinks are cunning 
warriors, capable of co-operating effectively in work 
and war and compensating for their lack of stature in 
battle by attacking en masse. They also possess the 
manual dexterity to use precision tools and weapons 
such as bows and javelins. 

Skinks make up the majority of the Lizardman 
population, most being labourers and soldiers 
responsible for the day-to-day maintenance and 
defence of their cities. However they also produce 
many artisans engaged in everything from 
metalsmithing and brewery to sculpture and scroll 
making. 

Records suggest that rarer breeds of Skink exist 
including a chameleon crossbreed. It may be that the 
Old Ones made several experimental sub-species with 
specific roles in mind before settling on the common 
(newt-like) Skink. 


REPRODUCTION AND GROWTH 


Slann, Skinks and Kroxigor are amphibious and are 
spawned ir the sacred ponds and swamps found on the 
outskirts of their cities. Saurus, although sharing much 
in common with egg-laying crocodiles, are also hatched 
from spawn and are born underground in dark caverns, 
usually located beneath the cities’ pyramid temples. 

All Lizardmen seem well disposed to rearing the 
young and the role of genetic parents in society is 
unclear. Although a single spawning yields a 
considerable number of young, a pond will generally nc 
spawn more than once during a Lizardman’s lifetime. 
Each pond produces young at a different time, creating 
spawning cycle (one generation of Lizardmen). 

Lizardmen of the same spawning tend to have 
similar hide markings with subtle variations along a 
consistent colour scheme. Their hides, crests and 
markings come in every colour of the rainbow and ca 
be surprisingly vibrant. 

All Lizardmen hatch as tadpoles and gradually 
undergo a metamorphosis from aquatic to terrestrial 
form. The skin of Skinks, Saurus and Kroxigor is 
initially soft with a slimy appearance. As they grow 
older the skin becomes harder and more resilient. The 
scaly skin on their backs also starts to ossify, eventual 
transforming into rigid bony plates. 
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The last spawning of Slann took place many COLORATION 
@ulennia ago. Those alive today date back to the time As other races attach meaning to the naming of a new 
@ Se Old Ones and it appears that, without their child, so the Lizardmen see the crest and hide 
@eners technology, no new spawnings can take place. _ coloration of an individual as an indicator of its special 
Wang the time of the Old Ones there were five character. Red, for example, is believed to attract the 
eeeeded spawnings of Slann. The first and oldest were _ favour of Sotek, first among the Lizardman deities, 
ed out along with their masters. The living while white markings indicate that a Lizardman is 
Weresentatives of the remaining four generations take destined for greatness and will undoubtably become a 
Wer place at the top of Lizardman society. Older leader or prophet. 
erations of Slann are superior to those of 
sequent spawnings, in terms of political status, Quick witted and agile, skinks are deadly jungle fighters. 


Weeeel aptitude and wisdom. 
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LUSTRIA AND THE SOUTHLANDS 
The Lizardmen have inherited the tropical realm that 
was colonised by the Old Ones thousands of years ago. 
This continent lies to the Southwest of the known 
world, separated from the Old World continent by the 
Great Ocean, or the ‘World Pond’ as the Lizardmen 
know it. The land is almost entirely covered by thick, 
near impenetrable, jungle and surrounded by ocean on 
all sides except for the extreme north, where it joins 
with the malevolent realm of Naggaroth. 

The fetid heat of Lustria is unbearable for most 
warm-blooded denizens of the Warhammer World but 
for the cold-blooded Lizardmen it is a comfortable 
environment. 

At some point the Old Ones’ manipulation of the 
world’s surface divided the original southern landmass 
into two continents. The Lizardman territory was 
thereafter bisected by the World Pond. Almost all of the 
Lizardman cities are located in the western domain of 
Lustria with the notable exception of Zlatan, discovered 
in the twelfth century by Arabic explorer Ibn Jellaba, in 
the Southlands. The jungles of the Southlands are 
almost identical to those of Lustria and the Lizardmen 
communities found therein are very similar to their 
cousins across the ocean. However, they have to contend 
with a greater share of intruders due to the close 

proximity of the Old World, Araby and, worst of all, 
\. the Kingdom of the Undead. 


S\\ TEMPLE-CITIES 


The Old Ones 
constructed fantastic 

SB buildings and cities 

Ww using their arcane 

technology. Many of 

the original cities have 
fallen into various stages of 
ruin since the Time of Chaos 
and today only five retain 
thriving Lizardman 
communities. 

In the centre of each city 
are flat-topped pyramid 
temples. The Old Ones 
constructed these fabulous buildings in 
precise alignment to the stars and planets and 
it is from the top of these towering pyramids that 
the Slann Mage Priests communicate with one 
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Terradons bear Skink 
warriors into battle. 


another telepathically. 
The pyramid temples 
fulfil a number of 

functions in addition to 

being the Mage Priests’ 

residence. They are shrines 

dedicated to the lost gods of the 

Lizardmen and are places of 

communal worship and 

sacrifice. The temples fi 

also contain tomb Va 
chambers where the 
mummified bodies of former Mage Priests 
are laid to rest. For the more powerful of these Slann 
lords death does not mean an end to their duties, 
however. The strong magic that radiates from their 
desiccated bodies can still be harnessed to protect the 
Temple City. 

A functioning pyramid temple is supported by a 
good number of Skink acolytes and Saurus guards; the 
latter are spawned in the catacombs that lie beneath 
the temple. 
CREATURES 
Lustria is rich in animal life that has long been extinct 
elsewhere in the Warhammer World. Many of the giant 
reptiles that dwell in the Jungle have changed little 
since pre-historic times. 

In common with most civilizations, the Lizardmen 
have domesticated a number of indigenous creatures to 
serve as beasts of burden. Apparently they have the 
same sort of empathic relationship with snakes and 
lizards that humans enjoy with cats and dogs. 

Cold Ones are raptor-like lizards used by Skinks as 
mounts. They are incredibly stupid and sluggish 
creatures, requiring considerable coercion to function 
effectively. However once they smell blood they become 
voracious killers and are ideal beasts of war. 

Another popular mount among the Skinks is the 
Terradon. These flying reptiles have enormous 
wingspans and can easily bear two Skinks aloft over 
the jungle canopy. The mournful cry of these creatures 
is a dire warning to those who have intruded into the 
Lizardmen’s domain. 

Stegadons are massive, herbivorous saurians described 
by the Tilean explorer Marco Colombo as a cross 
between a dragon and an elephant. The dense hide of this 
beast is adorned with an impressive array of spines, ridges 
and horns, the largest of which protrude from their thick 
skulls. They also have beak-like jaws that are able to crush 
the hardwood trees of Lustria as if they were reeds. 
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Deere: — the Jungle Empire of the Lizardmen. 


THE RACES 


GETTING TOGETHER, 


aeeeaS 


Lizardmen are culturally advanced yet in many ways 
brutally primitive. In war they are merciless killers and 
enemies are only taken alive to be thrown into a pit of 
venomous snakes as a sacrifice to their ancient gods. 
Nevertheless an . 
appreciation of art and beauty is =, fim 
evident from their intricately & 
crafted temple ornaments and aaa 
carvings. All species of Lizardman 
seem to enjoy adorning themselves 
with precious metals, jewels and 
brightly coloured exotic plumes. 
It is unclear to what extent 
they have developed a 
musical tradition but they 
frequently use drums in 
their rituals, for long 
distance 
communication, and in 
war. ; 
Though they 
could not be described 
as a benevolent race by 
the standards of Elves 
and Men, they are the 
implacable enemies of Chaos 
— choosing to combat it 
according to the dictates of the Old 
Ones rather than in alliance with the 
younger races. 


HOW THEY ; 
THINK Z oS 
Lizardmen have Se 
developed a 

society that has more in 
common with the hominid 
races of the world than their own 
reptilian ancestors. 
However, they are a cold- 
blooded race and not given 
to the rapidly changing extremes of 
emotion that are typical of Men, 
Dwarfs and Elves. This makes 
them particularly steadfast in 7 
battle, where they are inclined 

to fight against terrifying’ 

odds with apparent 

indifference. In contrast to this 
coldness, Lizardmen are 


gregarious among their own kind, finding comfort in 
the close proximity of their fellows. In battle it is not 
uncommon to see large groups of Skinks swarming 
around the feet of a towering Kroxigor; apparently the 
reassuring presence of these reptilian giants stimulates 
the Skinks to greater levels of bloodlust and heroism. 

In terms of intelligence Skinks seem to be on a par 
with the other civilized races of the Warhammer 
World, including Men, Dwarfs and Elves. Saurus are a 
prosaic species with only a marginal head start on 
their crocodilian forefathers, while the minds of 
the mighty, quiescent Slann are unfathomable to 
all but themselves. 


ADING & WRITING 

sage was a gift from the Old Ones to their 

ed races of the Warhammer World. The Old 

*s were telepathic but imbued each race with the 

to communicate vocally, including their servants. 
tongue of the Lizardmen, known as Saurian, is an 
sssion of the sounds used by their primitive 

jan ancestors and each species speaks its own 

ive dialect. 

Like their long-departed creators, the Slann 

mit their thoughts telepathically when 

nicating between themselves. They speak only 
in a dialect so rich in ambiguity that a single, 

= utterance is open to many interpretations and it is 
® their Skink underlings to make sense of their 
srious pronouncements. 

The language of the Skinks combines long, slow 
ences with an elaborate series of gestures. They are 
mensible for reading and writing the ancient glyphs 
sir race (see below and right). On the rare 

=sions when Skinks have had dealings with other 

*s they have proved surprisingly adept at acquiring 
languages to facilitate communication. 
Unsurprisingly, the slow-witted Saurus have a very 
acted vocabulary, preferring blood-curdling war 
== 0 conversation. 


PICTORIAL. GLYPHS 


written form of Saurian uses an alphabet of phonetic 
(below) and a rich lexicon of pictograms (right). 
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WHAT THEY BUILD 


The inheritors of the Old One’s cities have, tragically, 
lost much of technological insight that brought them 
into being. Although they have developed the science 
of metallurgy, Lizardmen are not adept in the use of 
heat to forge artefacts. Consequently they do not mine 
iron ore or use it in their tools and weapons. 

Lustria is, however, abundant in a variety of softer 
base and precious metals. The majority of Lizardman 
weapons and armour are cold-forged from gold, copper 
and tin. On the rare occasions that fire is used in forging, 
Lizardman smiths combine these metals to make a brass 
alloy. Because this is so uncommon, brass artefacts are a 
sign of status in Lizardman society. The relative softness 

of this metal seems to be 
compensated by the 
\ | Lizardmen’s natural 
armour plating and 
weaponry. 

Skinks have 
mastered the art of 
writing and creating 

scrolls from papyrus 
reeds. Consequently 
the race enjoys a rich 


“A _ literary tradition. 


HOW THEY'RE ORGANIZED 


The populaces of Lustria’s temple-cities are presided over 
by the ancient Slann mage-priests. These bloated, 
amphibious lords are far removed from the 
inconsequential affairs of Skinks and Saurus. Sitting atop 
their towering pyramid temples they communicate their 
unfathomable secrets to one another across the vast 
canopy of the jungle. All menial tasks are delegated to the 
other Lizardman species. 

Brain rather than brawn is valued in Lizardman 
politics, and the slow-witted Saurus are apparently 
content to be ordered around by the physically inferior 
Skinks. It is these tiny creatures that are responsible for 
the maintenance of the temple-cities and determining 
day-to-day policy. The decrees of the Slann are issued 
in such an ambiguous manner that the Skinks have 
considerable freedom in interpreting them. 

Each Lizardman Temple City is an autonomous 
oligarchy ruled by the oldest resident Mage-Priest. 
Only the ancient dictates of the Old Ones and the 
threat of incursion bind the scattered cities of Lustria 
together. 

The city of Zlatan in the Southlands is cut off both 
geographically and telepathically from the cities of 
Lustria and its mage priests interpret the posthumous 
will of the Old Ones independently. 


WHAT THEY BELIEVE 


For the Lizardmen all religious practice revolves 
around the Old Ones’ ancient plans, which were set on 
7 plaques of gold before the Time 
) of Chaos. These plaques the 
most sacred artefacts of the 
Lizardmen, who will go to any 
lengths to recover them if they fall 
into the wrong hands. They contain 
not only the Old Ones’ instructions, 
but their predictions of how the Warhammer World 
would unfold. 
No one knows what the Old Ones looked 
like. Only the Slann of the first generation were 
allowed into their masters’ presence and they 
perished alongside their creators during the 
Time of Chaos. Subsequent generations of Slann 
venerate the Old Ones as gods, portrayed in 
Lizardman art and architecture as idealized, lizard-like 
beings. The Lizardman pantheon includes such 
enigmatic personalities as Chotec the Sun God, 
Huanchi the Stealthy, Tzunki the Watcher and Tepoc 
the Wise. However, above them all is the ferocious 
Sotek, Saviour of the Lizardman race. 
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© was originally a lesser 
=> favoured by the 

mss but scorned by the 
See Slann. The prophetic 
gee associated with him 
eticted the Great 

=strophe and also a time 

| SSulation that would later 
© the Lizardmen. Given the 
saracy of his first prediction it is 
Smee that the Slann did not take Sotek’s second 
phecy seriously, until it was too late. 

Sotek predicted that in the three hundredth cycle 
@e world (approximately fourteen centuries before the 
== of Sigmar) the spawn of the Rat God would fall on 
me in a tide of plague and pestilence. He offered no 
of preventing the incursion but promised that after 
) me season of horror he would return in person to 
his people from the loathsome rat men. 

th the year -1399 (Imperial Calendar) the rat- 
mestants called Skaven invaded Lustria, 
ing up from their 
world and bringing 
Eble diseases to 
Sy corer of the 
Be continent. 


Lizardmen 

ed their 

me tragedy since 
Time of Chaos, but 
back with grim 
ination and 

ged 2 holy war 

est the verminous 
saders. During 

Gme the Cult of 
ies Became more 
ler and as it 

so did the 
required to 

the deity 

= the world. The 
Senween the Skaven and Lizardmen 
sec for a millennium and a half before 
prophecy was fulfilled. Sotek 
mtested himself as a great 
ment. drove the Skaven 
=sion from the jungle 

= established himself as 

Diet of the Gods. 
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THE RACES 


BATTLE PLANS | 
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Lizardmen have little interest in expanding their empire 
beyond the frontiers of the jungle, but they are well 
aware that other, more ambitious, civilizations pose a 
threat to their sovereignty. 

Apart from the Skaven menace, their principle 
enemies have been the invading armies of Dark Elves, 
Norscans and the Undead, the latter two have even 
established settlements on the shores of Lustria but 
have thus far failed to penetrate the inner mysteries of 
the jungle realm. While the Lizardmen are surprisingly 
tolerant of visitors, those that venture into their sacred 
places or desecrate their temples are liable to feel the 
full force of their cold-blooded fury. 

Lizardmen fight in regiments made up of warriors 
from the same spawning. These regiments are sub- 
divided into cohorts, each dedicated to a single deity. 
The bond between Lizardmen of the same spawning is 
perhaps the strongest of their society. For this reason 
the ranks of a regiment are never diluted by mixing 
warriors of different spawnings. 

The three Lizardmen species 
fulfil differing roles in war as 
they do in peace. All Skinks 
are able to fight when called 
upon to defend their city, 
but only a small 
portion of each 
spawning enter 


YD 
s *.. pp the ranks as 


full-time 


5a Temple-City. 


soldiers. They are often deployed as scouts and 
skirmishers or else charged with handling the 
monstrous reptilian war beasts. Saurus, by contrast, are 
bred only for war. Requiring discipline and 
straightforward instructions; they march into battle in 
orderly ranks with weapons and jaws at the ready. 
Their colossal cousins, the Kroxigor, are simply pointed 
in the direction of the enemy and allowed to run amok 
with tooth, claw and huge tree trunk-like bludgeons. 

Slann Mage Priests are borne onto the battlefield 
on great golden palanquins by Saurus temple guards (a 
specially selected warrior elite). From this vantage point 
they direct incredible blasts of magical energy at their 
enemies — incinerating whole regiments in a holocaust 
of naked power. 

Lizardmen tend to avoid naval conflict as salt water 
is poison to their amphibian metabolisms. They are far 
from vulnerable to enemy sea power, however, as the 
Cathayan Imperial Armada discovered to its cost. In the 
17th century IC the entire Armada, sent to invade the 
Southlands, was wiped out by two devastating 
typhoons summoned by Slann Mage Priests on both 
sides of the World Pond. 

Civil war between Lizardmen factions is rare but 
not unknown. Since Imperial year 2100 violent 
disputes have erupted among Lustria’s temple-cities 
concerning the rightful possession of Mage Lord’s 
Xhilipepa’s mummified remains. What effect this 
internal conflict will have on the Warhammer World 
remains to be seen. 


Left: An extremely rare Chameleon Skink. 


Right: A Lizardman army marches from its 


RELATED TOPICS: 
The Great Catastrophe: 
See Great Events. 
The Time of Chaos: See Realm 
of Chaos. 
War with the Skaven: 

See Skaven, Great Events: 
The Serpent and the Rat. 
-Colonisation of Lustria: See é 
Races A-Z: Amazons, Norse, 
Heroes & Villains: Losterikson. ‘ 
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\ THE BEGINNING _ 


SHE GARDEN OF THE OLD ONES 


= =e an ancient race that walked the world before 
of the Old Ones. The mysterious star-faring 
= guided the primitive Elves along the path of 
=mon and passed on to them much of their arcane 
edee. The High Elves, as they are now known, 
saps as old as the Warhammer World and have a 
history that stretches back over eight thousand 
isa proud history recalling many heroic deeds 
#s much strife and misfortune and there is room 
only the briefest summary of their chronicles. 
Elves of ancient times enjoyed a world of 
erder and discovery. Their inquisitive minds 
‘== untroubled to explore the mysteries of 

#s well as those of their inner selves. They 


ELVES 


KEEPERS OF THE BALANCE 


be mystical isle of Ulthuan is home to one of the Warhammer World’s 
most ancient civilizations. Using arcane science the High Elves 

intain the delicate balance between the magical energies that sustain 

ir isle and the excesses of power that could destroy the entire world. 


were mindful of their savage origins and for this 
reason learned to compartmentalise their surging 
emotions and also to keep their destructive urges 
in check. 

The dark side of their nature was personified in 
one of their many gods, Kaela-Mensha-Khaine (lit. 
Bloody Handed God). In Ulthuan’s desolate north 
the Elves erected an altar to this terrible deity, 
attempting to lock away the side of themselves that 
they could not bear to face. This naiveté was perhaps 
the race’s first fatal flaw. 

Though the people of Ulthuan fashioned weapons 
for hunting and practised elaborate, combative sports, 
they knew nothing of the art of war, for such a concept 
was alien in the halcyon paradise that the Old Ones 
had created. 

They were thus completely unprepared when the 
storm clouds gathered in the north, heralding the Great 
Catastrophe and the coming of Chaos. 


THE RACES 


AENARION THE DEFENDER 
When the Old Ones’ polar Gateway crashed to earth it 
unleashed a tide of nightmarish horror upon the world. 
The ordered realm of the Old Ones was obliterated and 
their adopted children left to the mercy of Daemons 
and primitive humans that had sold their souls to 
Darkness. The Isle of Ulthuan was particularly 
vulnerable since it lies on a magic fault line, linking it 
to the ruined Gateway. Many Elves were slaughtered as 
the deluge of Chaos swept across the land and they 
might have been extinguished forever were it not for 
the deeds of one exceptional High Elf: Aenarion. 
In an attempt to save his people from the ravening 
hordes of Chaos, Aenarion went to the shrine of the 
chief deity, Asuryan the Defender, and offered himself 
as a living sacrifice to the Sacred Flame. An ordinary 
Elf would have been blasted to cinders by Asuryan’s 
fire but, miraculously, Aenarion was returned to life, 
reborn like a mythical Phoenix. Transformed into a 
godlike warrior, Aenarion wielded powers that were 
more than a match for the 
lackeys of Chaos. The divine 
energy burning in his soul 
infected all who followed 
_ him and soon a mighty 
| army flocked to 


his banner and, against all hope, succeeded in holding 
back the onslaught of Chaos. 

After the first Chaos offensive there followed a 
brief respite; a time of peace, reparation, mourning. 
Hailed as the saviour of his people and chosen of 
Asuryan, Aenarion became the first Phoenix King of 
Ulthuan. He made his court in the region known as 
Avelorn and married the matriarch of the High Elves, 
Astarielle the Everqueen. Thereafter Ulthuan would be 
governed by two monarchs and all future Phoenix 
Kings would be ritually joined in wedlock to the 
reigning Everqueen. Aenarion occupied his time 
usefully, improving the defences of his realm and siring 
two children. The High Elves were in no doubt that the 
unholy hordes would soon return, and in greater 
numbers. 


THE SWORD OF KHAINE 


When the armies of Chaos launched their second 
invasion they set in motion a tragic chain of events that 
would plague the people of Ulthuan throughout the 
rest of their history. A vicious Chaos assault 
on Avelorn resulted in the Everqueen’s death 
and the disappearance of her two children. 
Overcome with grief and rage, the Phoenix 
King swore that he would wipe the 
scourge of Chaos from the face of the 
YO world forever. 
\ \ Against all counsel Aenarion 
Bh ees journeyed to the 
es —F ishted Isle where his 
ancestors had erected the Altar 
of Khaine. There he sought the 
one thing that could increase 
} __ his already formidable power 
f 
f 


| and bring death to his foes. He 
took up the most dreadful 

; weapon ever forged: Khaine’s 

!/ sword, the Widowmaker. This 
NU unholy artefact was no 

ordinary blade; it was the 
physical embodiment of 
violence and murder — made real by fell 
magic. Even Daemons could not resist its 
lethal touch. 

Once again Aenarion became the 
salvation of Ulthuan, but this time the 
price he paid was terrible. The instant 

he drew the Widowmaker Aenarion, 
his bloodline and future generations of 

High Elves, were condemned to an 

eternity of strife. 


The war against Chaos raged for decades, during 
ich Aenarion was transformed into a terrible and 
Geer figure. The ardent warlord became a shadow 

sor, a killing machine driven by the Sword of 
[heme to unspeakable acts of brutality. He took a 

ead wife — a witch woman named Morathi — and 

ed his court to the fortress of Anlec in the shadowy 

of Nagarythe, not far from the Altar of Khaine. 

Senarion’s policies were no longer universally 

erted. His long time friend and adviser Caledor 
=2ontamer suggested that a more efficient way of 

@ with Chaos would be to attack it at source. He 

wsed to resurrect the Old Ones’ technologies and 

se the flow of raw magic into the world. 


HIGH ELVES 


The warlike Aenarion rejected the idea, however, being 
preoccupied only with slaughtering his hated foe. So it 
was left to calmer minds to find a way to repair the Old 
Ones’ monoliths and restore order to the world 

The zenith of the war took place in the very heart 
of Ulthuan, at the Isle of the Dead. A congregation of 
Ulthuan’s wisest mages set about rekindling the power 
of the ancient standing stones while Aenarion, a 
solitary titan, faced four of the mightiest Daemons of 
Chaos in the most violent battle ever to rock the land 
of Ulthuan. 


All High Elves are schooled in the arts of war from 
an early age. 


THE RACES 


The power invoked by the Elven mages tore apart the 
fabric of reality as ancient magical arteries were 
rejoined and the tide of Dark Magic finally ebbed away 
into the maelstrom. (See Technology: The Vortex) 
Meanwhile Aenarion had become little more than a 
puppet to the bloodthirsty Sword of Khaine. Though 
his opponents were terrible beyond comprehension he 
was an unstoppable whirlwind of destruction, sending 
their black souls back into the warp one after the other. 
Only when there was nothing left to kill did he 
acknowledge that he had been dealt a mortal wound, 
one that no magic could heal. As his life ebbed away 
so, finally, did his rage. The realisation that the Sword’s 
hunger for violence could never be sated drove 
Aenarion to the Blighted Isle once more, where he 
drove the Widowmaker deep into the altar of Khaine. 
It was a noble final gesture but he had acted too 
late. The blade’s spiritual poison had been passed on 
through Aenarion’s seed and his people would soon 
reap its foul produce. 


THE RISE AND FALL OF THE 
HIGH ELF EMPIRE 


With the threat of Chaos averted, if not neutralised, 
Ulthuan began the slow process of healing. The people 
had become weary of battle and turned their attention 
to gentler pursuits such as science and literature. 
Ulthuan became a great maritime nation and quickly 
established trade routes and alliances with the 
Warhammer World’s second great civilization: the 
Dwarfs. Together the two races worked to remove the 
remnants of Chaos from their lands; the High Elves 
expanded their territories and enjoyed a golden age of 
exploration, development and prosperity. 

Aenarion and Morathi sired but one son, Malekith. 
A brilliant and charismatic individual, Malekith 
inherited his father’s prowess in the arts of war and his 
mother’s mastery of magic. To the people of Ulthuan, 
however, he was a reminder of a dark time they wanted 
only to forget. Few doubted that the union of Aenarion 
and Morathi could yield anything but calamity. 


High Elf knights, Ulthvan’s warrior-noble elite. 


HIGH ELVES 


Seesequently Malekith was denied his birthright and 
e choice of his father’s successor was put to an 
@ecorate of nobles. 
Malekith’s response was surprisingly 
Seegnanimous. He bent his knee to Bel Shanaar, | 4 
He newly elected Phoenix King, and begged 
Spe fo go out into the world as Ulthuan’s 
@ebassador. None suspected the hatred and 
Sssenmment he secretly harboured, and so the 
eeed offspring was allowed to spread his 
son both at home and abroad. He was not 
eee in his insanity, other High Elf warriors and 
ieerds had been corrupted by the power of 
Weme's sword and they were eagerly embroiled 
ee Malekith’s treacherous schemes. 
Malekith began by igniting a witch-hunt against 
We Cult of Pleasure (see Religion) which he (rightly) 
mased of being in collaboration with Chaos and 
san was soon in turmoil, assailed by invisible 
mies from within. Wide scale paranoia prevented 
sone from getting to the heart of the conspiracy and 
Wekith, perceived as a righteous crusader, was free 
~» 2 away with whomever he pleased. 
Aenarion’s spawn compounded his crimes by 
eee the Phoenix King assassinated and declaring 
eeself monarch. He had reckoned without the 
ment of Asuryan, however. No sooner had he 
ssed the Sacred Flame than his body was 
sed by an inferno of 
Sey and his fine features 
aered beyond 
segnition. The tormented 
sams of Malekith echoed 
weghout the magical isle as he 
ssered from the shrine and was 
= way to the north by his 
[cmmen. AA 
This was not the last that 
seen heard of this nefarious upstart 
sever. His father’ curse had yet to be realised 
@e cataclysmic sabotage known as the 
ieee. Following a second aborted coup, 
@ekith hatched a mad scheme to undo 
sewer of the Vortex and unleash 
Tees upon Ulthuan once again. He 
est succeeded; his interference 
lm the ancient ley lines 
teed in destruction of a 
== section of the island’s coast 


eb Elf warrior displaying the 
we heraldry of the 
ix King. 


line. It took the people of Ulthuan may centuries to 
recover from the Sundering and its scars have never 
truly healed; the distaster marked the beginning of the 
end for the High Elf Empire. 

Today there are three distinct races of Elves in the 
Warhammer World. The dark disciples of Malekith 
have since left Ulthuan and made their home in the 
chill land of Naggaroth, (see Dark Elves) where their 
thoughts are constantly turned to vengeance on their 
kindred. Ulthuan’s colonies in the Old World were 
recalled after a long and damaging war against the 
Dwarfs and the Elves that chose to remain 
—~ are no longer her subjects (see Wood Elves). 

In spite of its declining fortunes Ulthuan 
remains the Warhammer World’s greatest 
maritime trading nation, though how long it 
can retain its status remains to be seen. 

NES IE 

ACPHYSICAL ASPECTS: 


ite. 


Elves have tall, slender bodies that belie great 
physical power and agility. They are proud and 
noble in their bearing, possessing a gracefulness 

that makes even the most accomplished human 

dancer look clodhopping and clumsy. Their fine, 

aristocratic features radiate a disturbing, 

otherworldly beauty with tapered, lopeless ears and 
penetrating eyes as pale as a winter sky. Their hair is 
long and fine and ranges from night black to the colour 
of precious metals. High Elves have pale complexions 
like living marble and their flesh seems to glow with an 
inner vitality. 


LIFE SPAN 


Perhaps because of their magical legacy, Elves do not 
suffer the ravages of time as do other races. Upon 
reaching adulthood their bodies apparently stop 
ageing. It has been suggested that they are potentially 
immortal, though they are as prone to death by 
misadventure as any other race. Their immune systems 
are equally impressive, making them resistant to all 
ae forms of sickness. However, the long centuries 
% eventually take a toll on their minds and once 
FQ; they become weary of the world, they are 
~/ prone to succumb to a natural death. 
The longevity of this race is offset by 
a low birth rate, which has declined 
worryingly in recent centuries. If this 
persists, the ever-living Elves are in danger 
of becoming a dying race. 


Alarielle, the Everqueen of Averlon. 
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ancient home of the High Elves is an island 

ment sustained by potent magic. Lying almost 
idistant between the Old and New worlds, Ulthuan 
Sembles a great hollow ring consisting of a soaring, 
Seeler mountain range with inhabitable plateaux on 

er side. The land is broken only at the island’s most 
Serly point where the ocean joins an interior 

ense of water known as the Inner Sea. 

The political geography of Ulthuan divides the isle 
ten kingdoms, five of which have their coastlines 
ee Great Western Ocean while the remainder 

sand the Inner Sea. These are known as the Outer 
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| COLONY OF 
ARNHEIM 


ULTHUAN 


~ 
LUSTRIA 


Ulthuan lies in the Great Ocean 
between the Old and New World 
continents. Beyond its shores all 
that remains of the High Elf 
Empire are two fortified trading 
centres, the Citadel of Dusk and 
the Fortress of Dawn. 


HIGH ELVES 


and Inner Kingdoms respectively and are divided by 
the Annullii mountain range. The Inner Kingdoms are 
completely shielded from the outside world by these 
impossibly high peaks, access is possible only through 
the Straits of Lothern or one of the mountain Gates 
constructed by the Elves, all of which are heavily 
fortified and protected by powerful magic. The Inner 
Kingdoms have never been penetrated by overseas 
invaders and consequently have a more introverted 
character than the Outer Kingdoms, which are 
constantly plagued by foreign incursion. Each 
Kingdom is distinguished from its neighbours by 
distinct cultural and environmental characteristics. 
Eataine is unique in that it adjoins both the Inner 
and Outer Kingdoms. It is first among the High Elf 
Kingdoms due to the magnificent trading capital of 
Lothern, which lies on Ulthuan’s only inbound 
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DREAMS 


Ulthuan is a magical realm; much of its enchanted landscape is sustained by magic while the Vortex, located on the Isle 


of Dead, regulates its flow into the Warhammer World. 


waterway. This fortified seaport is a wonder of the 
world and the only point of contact that outsiders have 
with the High Elves. The current Phoenix King, 
Finubar, is a native of this Kingdom and, in common 
with most of his kinsmen, a great advocate of maritime 
trade and exploration. 

Avelorn is the most ancient of the High Elf realms 
and has been home to the Everqueens of Ulthuan as 
long as anyone can remember. The magic is so strong 
in this woodland kingdom that it always appears to be 
in full summer. Even by the standards of other Elven 


realms Avelorn has an otherworldly, dreamlike quality — 
a fairytale land of music and merriment. However, in 
the shadows of this enchanted paradise lurk nightmare 
pockets of Dark Magic where the fell beasts of Chaos 
roam. These are occasionally hunted down and killed 
by the Everqueen’s more intrepid courtiers. 

The Kingdom of Caledor takes its name from 
Caledor Dragontamer, the heroic wizard whose efforts 
finally freed Ulthuan from the foul tidal wave of Chaos. 
This mountainous country once enjoyed great prestige 
due to its population of Dragons and recalls a time 
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een Elven knights sat astride these fabulous beasts 
see were the incontestable rulers of the skies. Today 
e population of these awesome creatures has 
Pendied to the extent that the Dragon Knights are 
eced to use more conventional steeds. 

The northeastern kingdoms of Ulthuan are a 
Weeurite target for invading fleets. The High Elves that 
ee mm these regions have become hardened by 
Seeeuries of warfare and are constantly improving their 
Peences, but this does little to discourage the 
Wethardiness and greed of younger races. 

Th Kingdom of Yvress is sparsely populated and 
ss heavily on magic for defence. The realm, which 
Weeces the magical Shifting Isles, is covered by a 
S=cetual mist. It is said that those who sail unbidden 

/ Se this mystical fog will be driven mad by 
WeSemarish visions before they are able to set foot on 
@ithean. 

The people that inhabit the rocky 
eee! kingdom of Cothique 
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deal with intruders in a more conventional manner 
with strong fortifications supported by a sizeable navy. 
This region also provides Ulthuan with a healthy 
fishing industry. 

Chrace is a rugged, mountain wilderness and the 
Elves of this Kingdom are renowned as hunters. Most 
celebrated of all are the Phoenix King’s bodyguard, the 
White Lions of Chrace — so named because, to enter 
the ranks of this warrior elite, the hunter must stalk and 
kill a great white mountain lion single-handed. 

Saphery is typical of the Inner Kingdoms’ 
introverted character — though its inhabitants are 
perhaps even more isolationist than most. It is the 
home of Ulthuan’s greatest wizards and the erudite 
Loremasters who prefer to 
pursue their arcane 
craft in solitude. 

The verdant plains of 
Ellyrion are the breeding grounds of 
the finest horses to be found anywhere in the 
Warhammer World. The semi-nomadic Elves who rear 
and live with these remarkable creatures are equally 
impressive — possessing extraordinary 
equestrian skills. 
During the cataclysmic time known 
as the Sundering Ulthuan’s northern and 
western Outer Kingdoms suffered 
horribly. The realms of Tiranoc and 
Nagarythe were almost completely 
submerged beneath the Great Western 
Ocean. The former has striven to recover 
some of its past glories but Nagarythe 
has sunk into bitterness and 
renamed itself the Shadowlands. 
Its grim inhabitants 
harbour a hatred of 
Dark Elves that they 
make no attempt 
to restrain. 
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Ulthuan’s isolated Inner Sea contains three important 
islands that do not fall under the jurisdiction of any 
one Kingdom. To the south is the Isle of Flame, 
location of the Shrine of Asuryan where Phoenix Kings 
are inaugurated in the god’s sacred fire. To the north is 
Gaean Vale, the enchanted woodland temple of Isha 
the Earth Goddess. In the very centre of the sea lies the 
Isle of the Dead, the nexus of magical energy that 
simultaneously sustains the continent of Ulthuan and 
protects it from Chaos. 


COLONIES 


Although the majority of colonies were abandoned 
during the War of the Beard (see Great Events), there are 
two significant High Elf outposts that lie outside of 
Ulthuan: the Citadel of Dusk, located on the Lustrian 
peninsula, and the Fortress of Dawn, which lies on the 
opposite side of the Great Ocean. These fortified naval 
bases continue to regulate the flow of trade to and from 
the ancient eastern empire of Cathay. 


CREATURES 


As the focal point of the Warhammer World’s magical 
energy, Ulthuan has become populated by a wide 
variety of magical and semi-magical creatures. Those 
displaying the obvious taint of Chaos are usually 
hunted and killed by glory-hungry knights or Chraciam 
hunters. Some, however, have been domesticated and 
are employed as beasts of war in the defence of 
Ulthuan. 

Griffons and Hippogriffs are magical winged 
creatures combining the most fearsome aspects of birds 
of prey with the bodies of great cats. They are 
\ impressive, if unpredictable, mounts favoured by the 
most intrepid High Elf wizards and nobles. 

The Dragons of Caledor were once the prized 
steeds of the kingdom’s knights. Today they are 
dormant, and may only be stirred from their centuries 
long slumber in the direst of emergencies. 


Left: A member of the elite Phoenix Guard, 
charged with defending the Shrine of Asuryan. 


Right: The baroque heraldry of High Elf 
po Knights dates back to the time of Aenarion. 
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GETTING TOGETHER 


‘Se once great colonial empire of Ulthuan is today a shadow 
=» former self: The High Elves seem content to remain on 
ex secluded magical island and have no ambitions of 
‘emquest. However, they remain a formidable maritime and 
eng nation and under Phoenix King Finubar trade and 
“Sploration have enjoyed something of a renaissance. 

History has taught the High Elves the dangers of 
eess Balance is a motif that pervades all aspects of 
eh Elf society — in their government and religious 
Setices, in the application of their sorcerous science and 
te hearts and minds of every individual. 


HOW THEY THINK 


minds of Elves are unfathomably deep and complex. 
might imagine that such a long-lived race would 

life at a much slower pace than lesser mortals but this 
i¢ not be further from the truth. Elves experience life 
entirely different level to most races, almost as if the 
meli were magnified through a lens. 

A tendecy to extremes of emotion has blighted the race 
© the millennia. In a world where thoughts and feelings 
menifest through the Realm of Chaos, excesses of 

= hatred and hedonism are dangerous indeed. 

th times of peace High Elves abandon themselves 
Sessory gratification and intrigue, which risks 

=@cting the attention of Slaanesh, the Chaos Lord of 
=eere. When they march to battle, the blood-thirsty 
ee of Khaine (the Elves own god of war, and 

aps an extension of the Chaos god Khorne) pulses 
2h the veins of every Elven warrior. 

© ss only through the greatest discipline that the 

= psyche is preserved from consumption by its own 
me desires. Dark forces gather hungrily on the 

ms of their society, eager to drag their noble souls 
@emnation. The High Elves are well aware of this 
w= however, and the menace of their twisted 

ea_ the Dark Elves, serves as a constant reminder. 
Whe dictates of High Elven society preach restraint 
= than abstinence. For all that they loathe and fear 
= solent side, most High Elves realise that their 

== would be defenceless against its many enemies 
@ not for Khaine. 

= contrast to their firey passions, High Elves are also 
® periods of deep introspection and melancholia. 
eh they are the most long-lived of all the 

smer World’s races, Elves may become weary of 
Scularly if they have endured some great personal 
ne this may engender what other races would 

afer 2 natural death. 
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READING 6 WRITING 


Eltharin, the ancient tongue of the High Elves, is a high 
pitched and melodious language. Its written form 
consists of elaborate runes- each symbol a unit of 
meaning, rich in ambiguity and often containing 
multiple interpretations that might seem self- 
contradictory to anyone but a High EIf. 

Some examples are presented below- 


ii 


“¥4,. = 
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SARATHAI CHAROI 
World Dragon Strength, ferocity 
ARHAIN DAROIR 


Remembrance, memory 


EE 


QUYL-ISHA 
Sorrow, mourning 


2) 


SENLUI 
Swifiness, accuracy 


5 


Shadows, night 


(4 


LATHAIN 
Storm, wrath 


= 


ELUI 
Ending denial 
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___ SAROIR CYTHON 
_. Eternity, Passion Wisdom, futility 
CALADAI CADAITH 
Dragons, Lordship Grace, power 
ASUR HARATHOI 
Youth 


The eternal flame 


The moon, magic, fortune, evil deeds Unity, loyalty, broken p om 


WHAT THEY BUILD 


High Elves are perhaps the most advanced civilization of 
the Warhammer World and have developed the sciences 
of architecture, metallurgy and alchemy as well as 
shipbuilding and navigation. They are also unparalleled in 
the sorcerous arts — it was they who brought the science 
of magic to the human civilizations of the Old World. 


CYNATH = 
Chill, death, silence, lonelin 


(ie 


THALUI 
Hatred or vengeance 


<p 


ELTHRAI 
Doom, inexorable fate, hop 


‘\e 


SENTHOI 


YENLUI 
Balance, harmony, Chaos 


a 


CEYL 
Law, order, justice, passion 


V 


SETHAI 
Flight, wind 


C 


SARIOUR 


| 


ke: 
“ye. 


MENLUI THANAN 
Water, life, majesty, weakness Hidden power, inner strengi 


TC of | 


LECAI URITHAIR 
Light, nobility of the soul Destruction, conquest — 


tae 


ORIOUR LACOI 
Blood, birth Might, glory, fear of dec 
Z te, Seite 
% = eet 7 es =a 
= = vee A 
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py have not 

sed the gunpowder or steam- 

otion technologies pioneered by 

Dwarfs and Men of the Old World but 
seems to have more to do with their 

= of aesthetics and ecological conservation than 

technological aptitude. 


ILMAR 


ar (lit. sky silver) is a metal alloy, unique to the 
Ulthuan. Its constitution remains a secret, known 
to the blind smiths of Vaul, but it is evidently 

= from the magical minerals found in the 

semspine Mountains of Caledor. As hard as the best 
ered steel yet light and malleable, this material is 

» suited for use in the High Elves’ armour and 

ems since it provides maximum protection with 

= Sele encumbrance. 


4E VORTEX 


= ere naturally sensitive to the invisible lines of 
= that enmesh the Warhammer World and 
ently build cairns and shrines at the points of 
Seal energy where these lines meet. It can be no 
ce that the Altar of Khaine, the Shrines of 
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The bolt thrower, a rapid-firing High Elf 
war machine. 


Isha and 
Asuryan 
and the 
Isle of the 
Dead all occur 
along the 
same meridian. 
The High 
Elves’ greatest 
achievement of sorcery- 
science was the 
restoration of the 
Old Ones 
standing 
stones, These 
monoliths 
were erected in an 
ever-decreasing spiral, 
following the flow of the magical 
energy lines and terminating in the Isle of 
the Dead. They act as a conduit for the forces pouring 
from the ruined polar Gateway and create a Vortex that 
siphons off the raw energies of Chaos, which are 
naturally attracted to the island. 
It is said that time stands still on Isle of the Dead 
and the Elven mages who created the Vortex are still 
there, trapped in a magical stasis. 


HOW THEY'RE ORGANIZED 


Ulthuan’s political system is as complex as the race 
itself. Before the time of Aenarion it is believed that a 
matriarch, perhaps the high priestess of the Earth 
Mother, presided over the High Elves. Many of the 
ancient rites of this time are still observed by the Elven 
colonists that have remained in the Old World (see 
Wood Elves). 

Since the coronation of Aenarion Ulthuan has been 
governed by the twin thrones of the Everqueen and the 
Phoenix King. The latter is elected by a counsel of 
princes and mages and, after his inauguration at the 
Shrine of Asuryan, makes his court in his Kingdom of 
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origin. This invariably brings prestige to the Kingdom 
and competition between the realms to have one of 
their number elected is fierce. 

The Everqueen is a hereditary title given to the first 
born daughter of the previous Everqueen and the 
Phoenix King. Her court is in Avelorn, a place of 
constant merriment and intrigue whose politics are 
incomprehensible to outsiders. 

The title of Prince is passed 
down by those families who 
have inherited the magical 
weapons and armour forged at 
Aenarion’s bequest during the x Bb) + . 


first war against Chaos. a, 
C4 
¥- 


WHAT THEY BELIEVE 


High Elves have a polytheistic religion that dates back 
to a time before the Old Ones. It embraces a collection 
of divine beings, each reflecting aspects of High Elven 
society and psychology — including its darker side. 

Chief among the gods is Asuryan the Defender 
who is associated with masculinity and fire and is the 
patron of the Phoenix King. 

Isha is a classic fertility and mother goddess, 
particularly venerated in Avelorn where her earthly 
representative is the Everqueen. Her consort is the 
horned god of hunting, Kurnous. 

Khaine the bloody handed is 
not worshipped in the conventional 
sense but symbolises the negative 
forces that must be called upon in 

times of conflict. 
When the renegade 
Malekith and his servants 
left the isle of Ulthuan they 
adopted him as their chief 
E > deity. (see Dark Elves) 
: <f Ke Blind Vaul is 
~ 
the patron of 
47> ,\ smiths and has 
vA his shrine on the 
peninsula beside 
the Dragonspire 
Tf Mountains. His 
priesthood consists 
yY entirely of metalworkers 
and craftsmen — who are 
unrivalled in their skill. 
It is not unusual 
for hedonistically 
3 Cy inclined High Elves 
to join the decadent 
‘Cult of Pleasure’. 
SF’ This apparently innocent 
sect was revealed as a front 


32 for the Chaos Lord Slaanesh 
< v4 (see Realm of Chaos) during 
Q ‘ A the time of Aenarion and has 
pe a Y been declared illegal. The 
CS > ~ mysterious Sword Masters of 


es) Hoeth, the god of wisdom, are 
Zav/ instrumental in the secret war against 
this malevolent cult. 


A High Elf mage, one of the most powerful sorcerers of 
the Warhammer World. 
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race to perfect the art of war; it is something 

High Elf is introduced to from an early age. 

Sech kingdom maintains a large professional army 

ements a form of compulsory military service 

= in theory, every able-bodied High Elf can be 
@pon to fight. 

Kingdoms of Ulthuan have very different 

reflecting the unique temperament of each 

s well as differences in terrain, climate and the 

= armies that frequently assail them. There is a 

military tradition among the nobles of Ulthuan, 

young princes will enter battle as an Ichiltaen (lit. 
Helm), the classical Elven armoured knight. 

pid nobles of 


cavalry 

© extravagant 
helmets. 

D ng 

e Knights’, as they are known, are expert in hit 

tactics. 

ps most impressive of all High Elf cavalry are Re 

zon Princes of Caledor, noble knights who / 

ed the skies astride terrible 

=@ lizards. Though they now 

war on horseback, their 

ermour and ancient 


= proud legacy, imbuing them 
eth arrogance and 


rolling 
Tiranoc 
a large 
ent of chariots for 
ix King’s army. 
@e instrumental in 
the desolate 
ds in northeast Ulthuan of Dark Elf 


emasters of Hoeth have a deeper undersatnding 
wace’s history than anyone since the time of the 
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Ulthuan also has a wide variety of specialist foot capable of knocking aside arrows in flight with their 
troops including the axe-wielding White Lions of deftly wielded greatswords. 
Chrace (the Phoenix King’s bodyguard) and the In contrast to the Phoenix King, who will often be 
Shadow Warriors of Nagarythe, specialists in guerrilla at the forefront of his army, the Everqueen does not 
warfare and bitter foes of invading Dark Elves. The physically engage in battle. Instead she employs potent 
wizard realm of Saphery produces an extraordinary sorcery that harmonises the flow of energy about her — 
warrior elite known as the Sword Masters of Hoeth. which has a particularly disruptive effect on the forces 
Disciples of the High Elf god of wisdom, these erudite | of Chaos. The Everqueen’s bodyguard are an entirely 
foot knights are masters of arcane martial arts and female fighting elite — only the most beautiful and 


talented Elven maids are given the honour of 
protecting the Queen of Avelorn and each ‘maiden 
guard’ is expected to be equally proficient in archery 
and in close quarter fighting, making them a very 
versatile regiment. 

The naval power of Ulthuan is legendary. Few 
nations can compete with her elegant yet robust 
warships though, of course, many have tried. 


RELATED TOPICS: 
Magic: See Welcome to the World of 
Warhammer. - 3 
_ The Great Catastrophe: See Great Events. 

The War of the Beard: See Great Events. 
* Malekith: See Dark Elves. 


A warrior of the formidable Lothra 
Seaguard. 


IN THE BEGINNING 


‘eng and bloody conflict known to the Elves as the 
of the Beard put paid to High Elf expansion in the 
World. It was the end of their Empire, and indeed 
of their enemies, the Dwarfs. While Ulthuan’s 

and armies were engaged in the east, Dark Elf 
assailed her poorly defended coasts and finally 
Seigning Phoenix King, Caladryel, decreed that all 
Elf colonists should return to Ulthuan to bolster 
ted military. : 

The majority of colonists complied with the order, 
e were reluctant to give up their new homes. 
vast tract of virgin forest to the southeast of the 
World Elves had established a simple community 
Garked back to a time before the centuries of 

te. They had struggled long and hard to keep 
woodland territory safe from armies of marauding 
who regularly cleared large areas of forest to 
their forge fires or simply to spite the Elves, and 
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The arboreal realm of Athel Loren is home to a race of Elves very 
ent from the people of Ulthuan. Having rediscovered the traditions 
of their ancestors, the Wood Elves now live much closer to nature. 


had no desire to abandon their rustic existence. 
Moreover they considered themselves free from 
Ulthuan’s sophisticated distractions and intrigues, 
which had been at the very heart of the war. 

When the recall came, the Elves of this region, 
which they named Athel Loren, declared their 
independence from the twin throne and opted to 
govern themselves according to the ancient precepts of 
their race. The forest quickly became a focal point for 
all disillusioned colonists and so the eleven population 
of Athel Loren started to grow. 

For many centuries the two Elven societies lost 
contact. During this time, the Elves of Athel Loren 
built up their own separate culture based on rustic 
simplicity and respect for nature rather than the 
pleasure and politics of the High Elves. The Wood 
Elves, as they are now known, have faced no small 
amount of hardship over the centuries. But they 
continue to prosper, defending their forest from any 
who would spoil its verdant sanctity. 
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PHYSICAL ASPECTS 


Wood Elves are physically identical to High Elves: tall 
and slender with fine, aristocratic features. They tend to 
be paler of skin than the Elves of Ulthuan, possibly 
because the dense forest in which they live permits very 
little sunlight to penetrate its leafy canopy. 


HOME TERRITORY 


ATHEL LOREN 


Few races are as defined by their environment as the 
people of Athel Loren. In the tongue of Elves, the name 
means literally “Wood of the Dawning of the World’ and 
this is certainly an appropriate description of perhaps the 
largest expanse of 
unspoiled wilderness to be 
found anywhere in the 
Warhammer World. The 
realm contains a wide 
variety of natural terrain, 
from breathtaking pine- 
covered mountains to 
wide-open meadows. 
Communities of Wood 
Elves can be found in all of 
these regions, and the 
subculture of each 
community (or kindred) 
often reflects its local 
environment. 

Politically Athel Loren 
is broken down into 
districts known as glades. 
These were the original 
settlements adopted by the 
colonial kindreds. The 
name of each glade is 
often derived from the 
trees that are indigenous to 
it, hence ‘Yew Groves’, 
‘Beech Glades’, ‘the Glade 
of Pines’ and so on. The 
exact demarcation of the 
forest kingdom was the 
source of dispute for many 
years between the Wood 
Elves and the 
neighbouring Bretonnian 
barons, particularly in the 
vast expanse of heath and 
scrub that lies beyond the 


western treeline. This area, known as the Wild Heaths, 
was finally won by the Wood Elves and is now marked 
out by enormous magical standing stones. 

The King’s Glade is predominantly made up of oak 
trees, and is the location of a vast arboreal city built into 
the branches of this ancient wood. The King and Queen 
of the Wood (see Government) make their home in this 
glade during spring, summer and autumn, and retire to 
the nearby Oak of Ages in the winter. 

The Glade of Woe is a dismal place containing 
nothing but a single blasted Oak. It is a focal point for 
eldritch energies and a meeting place for mages. Invading 
armies are often lured to their death in this dreadful place. 
and their bones litter the ground around the dark tree. 


Athel Loren — Kingdom of the Wood Elves. 
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CREATURES 


The ancient forest is home to many strange and 
magical creatures, some of which combine the features 
of both animals and trees. These beings probably 
occupied the forest long before the arrival of the Elven 
colonists. Over the years they have learned to live with 
the newcomers, sharing the common purpose of 
protecting the forest. 

Dryads are believed to be the spirits of living trees 
and are rarely seen by visitors to Athel Loren. When 
they deign to appear to 
those who pose no 

threat to the forest, 

they manifest as 

beautiful females, 
sylph-like yet 
standing almost 
twice as tall 


—— 


| Gy Above and Right: Wood Elves are 
archers of unparalleled skill. 


vorwrrrreaarey Top: A Warhawk rider. 
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Their skin resembles the smooth, pale wood of a sapling 
and vibrant leaves flourish in place of hair. However, the 
wrath of a Dryad is terrible to behold. Their sensuous 
bodies are transformed into living weapons: flesh 
hardens to the toughness of bark, limbs become thorny 
lashing branches and their voices change from a 
seductive siren call to a banshee wail that 
rouses the entire forest to war. 
Treemen are perhaps the most ancient 
denizens of Athel Loren. When 
dormant, it is almost 
impossible to 
distinguish them from 
ordinary trees, 
generally of the largest 
variety with heavy 
layers of bark and thick 
branches. When stirred 
action, these colossal creatures 
uproot themselves, their branches 
become prehensile limbs and what 
previously appeared to be a collection 
of fissures in the bark is transformed inte 
a human-like face. An angry Treeman is an 
awesome opponent, its weather-hardened bark is as 
tough as armour plating and its limbs are like battering 
rams, capable of shattering stone walls. 
Invaders that invoke the wrath of these creatures 
rarely leave the forest with their lives. 


a 
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GETTING TOGETHER __ much of their tore is passed down the generations in 


verse and song. 
2 Elf society provides a clue to the character of the The age-old runes of the High Elves have taken on 
Smal Elves before the arrival of the Old Ones. All a more mystical significanc and are used to mark the 
= — with the obvious exception of the dark kindred— __ cairns and ward stones that surround the forest. 
© 2 deep appreciation of natural beauty, but only 


3 Elves live in such close proximity to the natural WHAT THEY BUILD 


i Their lives are defined by the changing seasons, Though they are by no means a primitive race Wood 
-esing and falling of the sun and the verdant energy Elves have adopted a hunter-gatherer existence so as 
ie forest. not to upset the delicate balance of nature. Fire, the 


The original Elven settlers came to Athel Loren as bane of forests, is used infrequently. They do not smelt 
y units (kindreds), and set up individual metals, preferring to utilise other materials 
snities throughout the forest. Each kindred such as bark and stone wherever possible. 
ent with it unique traditions and skills that could Metal artefacts that come into their 

Sbute to Wood Elf society. For example the possession are usually obtained through 

4 of Equos, who made their home in the trade with other races. Wood is used 

ow Glades, brought magnificent Elven horses and extensively in artefacts and dwellings but it 
riders to provide the Wood Elf army with its is not simply hacked from living trees. 

and charioteers. Instead, the Wood Elves 
Sthough they are a reclusive people the Wood have developed 
= enjoy a peaceful coexistence with the magical 
sens of the forest (see Fauna) and have also 
shed friendly relations with their human 
sours, the Bretonnians. 


9W THEY THINK 

thy mistrust of strangers is a trait 

on to all Wood Elves. They do not 
ne intruders into their sacred forest 
i conversely, are not disposed to leave 
sept in the direst emergencies. Their 
=m existence has given them a 

dour demeanour. They have no 
Sr the hedonistic pursuits enjoyed 
“© cousins in Ulthuan and, perhaps 
se of this, are less inclined to war 
west themselves. 

xen Wood Elves go to war they do so to defend 
Sorest; when they celebrate, it is simply for the 
seeing another day dawn. In the spring and 

ss months the woods come alive with music 
ence as the Wood Elves sing their thanks to 
the Earth Mother. As winter approaches 

= Secome more sombre and guarded, for this 
when their gods sleep and the wood is at 
=: vulnerable. 


ADING & WRITING 


Seharin language of the High Elves has 
sd some dialectal changes during the 

mes of isolation. The Elves of Athel Loren put 
greater emphasis on spoken language than 
= and have a strong oral tradition. 
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a magical craft known as ‘tree singing’. Tree singers are 
able to coerce plants into growing and shaping 
according to their wishes. Bows, spears and simple tools 
may be fashioned from still living branches and, when 
several singers act in unison, the boughs of trees can be 
moulded into spacious dwellings for the Wood Elves. 


HOW THEYRE ORGANIZED 


Athel Loren is ruled by Orion and Ariel, the King and 
Queen of the Wood. These two beings have reigned 
over the Wood Elves for over three thousand years, and 
are believed to be the living incarnations of the gods 
Kurnous and Isha. They hold court in the King’s Glade 
from spring until autumn, presiding over the council 
and protecting their people and the forest from harm. 
In winter they must retire from the wood and take their 
rest in the Oak of Ages. During this time the denizens 
of Athel Loren must be extremely vigilant, since their 
monarchs can offer no assistance if the realm is 
invaded. But when the sun returns to melt the winter 
frost, Orion and Ariel re-emerge 
from hibernation, 
revitalised like 

f the first buds of 
spring. 

At a local 
level the Kindreds 
are governed by their 

f elders and mages, who 
regularly come together in 
council at the King’s Glade. 


WHAT THEY BELIEVE 


The Elven colonists that came 
ANQ\ to the Old World originally 
\ followed the religious practices 
bs y of Ulthuan. However, during 
OMY By: rf the centuries of isolation the 
~ oe m Wood Elves began to return to 
ee u "a the ancient fertility rites of 
y +. & 4 bao _ _ their ancestors. Of the 


original Elven 
Kpantheon only two 
wana dcities are still revered 
in Athel Loren: Isha 
the earth goddess and 
Kurnous the hunter. 
These nature deities may 
have been the original gods of 
the Elves before they became 
an established civilization. 


Wardancers are deadly warrior-troubadours. 


BATTLE PLANS 


Wood Elves are, without doubt, the greatest bowmen 
of the Warhammer World. Their longbows, constructed 
from living wood, have a stronger pull and longer 
range than any other, and are capable of sending an 
arrow through the breastplate of an armoured knight. 
They have no need of fire and gunpowder weapons, 
which are, in any case, detrimental to the forest. 

The Wood Elves rarely leave their woodland realm 
or make war in a conventional manner. They have 
perfected the art of subterfuge and ambuscade and are 
formidable opponents when attacked on home ground. 

Nothing is more certain to invoke the fury of the 
Wood Elves than intruders and violaters of nature. 
Safeguarding the forest is the primary responsibility of 
the Waywatchers — elite rangers who specialise in 
tracking, setting traps and launching surprise attacks. 
Whole regiments have been known to march into the 
forest only to be depleted to a man — without ever 
catching a glimpse of these lethal scouts. 

Despite their preference for stealth Wood Elves are 
far from helpless on the open battlefield. When the 
need arises almost all adult Wood Elves can be 
mustered to fight as either bowmen or Glade Guard 
(conventional infantry). For the latter the spear is the 
favoured weapon, partly because of the abundance of 
wood in Loren and also because Wood Elves prefer a 
defensive role in battle, allowing their enemies to 
expend energy in attacking. 

Immobile ranks of Spearmen are often 
complemented by the strange cult of warrior- 
troubadours known as Wardancers. These flamboyant 
yet deadly foot skirmishers combine incredible skill at 
arms with breathtaking acrobatic feats. 

Cavalry units tend to be lightly armoured and 
highly maneuverable, specialising in hit and run 
attacks. Elven horses make excellent steeds as do Athel 
Loren’s ferocious warhawks, ridden by the most 
intrepid Wood Elf warriors in daring aerial assaults. 

Wood Elves have proven throughout their history 
that they are more than a match for any army foolish 
enough to challenge them in their natural environment, 
particularly when they are assisted by their supernatural 
allies, the Dryads and Treemen. When the denizens of 
Athel Loren go to war it appears to their enemies that 
the entire forest has risen up aginst them. 


RELATED TOPICS 
- The War of the Beard: See Great Events. 
High Elves: See High Elves. 
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ago the Dwarf Empire of Karaz Ankor (literally 

esting/Mountain Realm) stretched throughout the 

s Edge Mountains from the far north of the Old 

continent to the craggy depths of the 

ds, which many believe to be the Dwarf’s 

el home. The Early Dawi, as the Dwarfs call 

elves, were cave dwellers who developed from a 

Age society into an industrial civilization that 

ded rapidly wherever there were precious 

seis and forge worthy metals to mine. 

& likely that the mysterious Old Ones assisted 

im their efforts, although these extraterrestrial 

do not make an appearance in the early Dwarf 

Their records do, however, give an account of the 

Cerastrophe and the coming of Chaos. According 
slar lore, the Dwarfs were forewarned of this 
‘ding cataclysm by their high chief Grugni and 
sefuge in the deep subterranean tunnels that they 

2 for iron and gold. They were thus protected 

the dark holocaust that erupted from the Gateway, 

me the surface world of life. In their underground 

s. the fearless Dwarfs set about making weapons 

@emour in preparation for the time when they 

i seturn to the surface and face whatever warped 

= lay in wait for them. Although the Dwarfs were 


DWARFS 


ASTERS OF IRON AND STONE 
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mountains of the Old World are the domain of the Dwarfs, a race 
hardy and unchanging as their rocky habitat. It was they who taught 
ly man the secrets of metalcraft and weapon making, and the two 
races enjoy good relations to this day. 


unable to master the seething magical energy that had 
been released into the world, they found a way to trap 
it in their runes, which they inscribed into their 


weapons and armour. Armed with these magical 


artefacts they marched back to the upper world to do 
battle with Chaos. 

During this cataclysmic war the Dwarfs had their 
first encounter with the High Elves of Ulthuan, who 
were also struggling against the ravening minions of 
Darkness. The two races forged an alliance and 
together succeeded in lessening the power of Chaos in 
the world, though their accounts of how this was 
achieved differ slightly. 

In the era of peace that followed the first Chaos 
incursion both races enjoyed a golden age of 
development and exploration. Unfortunately the 
entente was short lived. It did not take long for Elven 
arrogance and Dwarf obstinacy to spark off a war 
between the two that would undo much of the work 
they had put into expanding their civilizations. 

Today the Empire of Karaz Ankor is no more, but 
the Dwarfs are too proud and stubborn to allow their 
civilization to die out completely. They have forged 
good relations with the men of the Old World and 
have been instrumental in advancing the technology of 
this young race. A long history of co-operation has 
enabled Dwarfs and Men to resist the constant menace 
of Orcs, Goblins and the children of Chaos. 


THE RACES 


Dwarf women 
are rarely seen 
by other races. 


Dwarfs are, on average, somewhat shorter than Elves 
and Men, making them ideally suited to the 
subterranean tunnels in which they live and work. 
Their bodies seem purpose built for physical labour: 
solidly muscled and broad shouldered with powerful 
limbs and large, think-fingered hands that belie 
considerable manual dexterity. 


Dwarfs are a very long-lived 
race, with life spans that can m 
into centuries. As a Dwarf gre 
older his beard becomes long 
and thick. Since Dwarfs have 
great respect for age it would & 
unthinkable for them to cut of 
or even trim their beards. 

Female Dwarfs have very 
little contact with the world 
outside of the Dwarf realms 
and this has given rise to a 
number of misconceptions, 
including the notions that all 
Dwarfs are male or that female 
Dwarfs have beards. 

Dwarf endurance is 
legendary. They are highly 
resilient to fatigue, illness 
and toxins — particularly 
alcohol, which they quaff 
in great quantities. 


Industry is the cornerstone of 
Dwarf society. Many find work 
as miners and prospectors. 


DWARFS 


SE MOUNTAIN 
geALMS 

De sendful of strongholds 
Were in the World’s Edge 


Wetzins are now all that 

Semmes of the once great Dwarf 

Were Of Karaz Ankor. Most are 

Des in the northern half of the 

Seeemesin range, including the > Fal x 
Se" capital of Karaz-a-Karak ! £ Site 4 


Desk), which has never been 
Oe Sy an invading army. | 
Toutbar is the home of the Ak? 


Se Engineers Guild, and the KARAKVARN, 
] 


ye 


es surviving Dwarf mine. 
ees near the bottom of a 
Ses waterfall, this stronghold 
ens the Warhammer World’s 
Se) Scro-powered industrial 
N= The keep of Karak Kadrin p= Si WORLDS EDGEN 
; =portant trading outpost ee 4 MOUNTAINS 
| Some to some of the Dwarf ; 
ls fiercest warriors (see 
See Slayers). 

= the south, only the fortress 
Sek Azul is still completely 
= ts denizens recall a time 
he southern strongholds 
wed far greater prestige on 
met of being the oldest of the 
ettlements. The remaining 


s=eolds in the south have 
eto ruin after centuries of 
esa! war. Most are now 

sed by foul creatures and 


me SO) 

:  KARAK EIGHT, PEAKS {Ns 

become places of unspeakable } v4 Aa cy ai 

= t0 which no Dwarf can vA. . 4 
m= Nevertheless many treasure x ae > a an 
== are lured to their deaths in = F (\.~& KARAK AZUL “ty 
places by the possibility of 
“Srgotten treasure hordes. 


Sarak Eight Peaks was once 
Sestest stronghold of the 
Sefore being completely overrun by Orcs, The Dwarf strongholds of Karaz Ankor. Those 
ies and the verminous Skaven. In recent times the marked with a broken anvil have been lost to natural 
les have begun the process of resettlement here. disasters or Orc, Goblin and Skaven invaders. 
> their foothold is still very small, they are 
mmed to wrestle Eight Peaks back from its the splendour of Karaz Ankor. Dwarfs can also be 
es inch by bloody inch. found living alongside men throughout the Old World, 
There are many Dwarf settlements that lie outside particularly in the Empire and Norsca where their skills 
World Edge Mountains, though none compare to as smiths and engineers are highly valued. 
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THE RACES 


Dwarf society is held together by ties of blood and 
honour. The most important social unit is the clan: a 
collective of families bound by common ancestry and 
homeland. Each clan maintains its own territories along 
with age-old traditions and customs. Perhaps the most 
valuable piece of knowledge a Dwarf possesses is that 
of his own family tree. 

Craftsguilds consist of Dwarfs who share a 
common trade or profession. The knowledge handed 
down through these groups is jealously guarded, and it 
is not unusual for them to become clans in their own 
right if trade secrets are kept within a family. Although 
clan members generally live in the same region, it is 
possible for them to become separated and a single 
Dwarf stronghold is often home to several clans. 

Every member of the community has a purpose, 
there is no place in Dwarf society for the work shy. The 
Dwarf work ethic is tied to the race’s unique notion of 
honour, which they will go to any lengths to maintain 
— or avenge. 

Honour is shared by all members of a 
Dwarf’s clan, thus any personal stain 
or insult must be borne by his 

entire family, including future 
» generations, until the wrong 
‘ has been righted. 
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Possible ways in which honour may be lost include 
breaking an oath or bargain (unforgivable), fleeing the 
field of battle or even losing one’s beard. The latter is 
what engendered the long and bloody war between 
Elves and Dwarfs. 

It is said that a Dwarf never forgets a debt or an 
insult to his honour. For the benefit of future 
generations all such wrongs are entered into a ‘Book @ 
Grudges’ and thus no crime against the Dwarfs goes 
unpunished, even if retribution must be postponed for 
centuries! 

Dwarfs have many natural enemies including Ores 
Goblins and the tunnelling Skaven. Though no longe 
at war with the Elves, old wounds heal slowly and 
is still much mutual mistrust between the two races. 


HOW THEY THINK 


The physical endurance of Dwarfs is equalled only by 
their mental toughness. Once a Dwarf sets his mind ¢ 
a particular course of action it is almost impossible to 
sway his opinion. 

Dwarfs are stoic traditionalists, with an intrinsic 
aversion to change. This prosaic attitude seems to 
imbue the race with a remarkable resistance to the 
effects of magic, while making it impossible for any 
Dwarf to practise the art of wizardry. Although this 
makes them more resilient than most to the lure of 
Chaos, they are not completely immune to its effects. 
The Dwarfs who took up residence in the blighted lar 
of Zorn Uzkul were so horribly transformed by dark 
magic that they can no longer be called true Dwarfs 
(See Chaos Dwarfs). 

Dwarfs abhor sentimentality, laziness, shoddy 
workmanship and anything remotely weird. They place 
greatest value on age, wealth and skill. 


SLAYERS 


Sometimes loss of honour or a great personal tragedy 
drives a Dwarf to abandon all worldly goods (bar his 
favourite weapon), shave off most of his hair, and dye 
the rest bright orange. This is even more insane than it 
sounds, for the Dwarf has joined the Cult of Slayers, 
who have vowed to find a glorious death in battle, 
preferably at the hands of the most dangerous and 
monstrous enemy they can find. These suicidal 
berserkers are formidable opponents, since those who 
have not yet found their heroic end generally become 
veteran warriors of unparalleled skill and ferocity who 
fear absolutely nothing. 

The Dwarf stronghold of Karak Kadrin is known 
as the ‘Slayer Keep’, because the king himself has taken 
the hereditary slayer vow. The stronghold has become @ 
place of pilgrimage for all Slayers on their way to a 
glorious doom. 


“DING 6 WRITING 


i is the harsh, throaty language of the Dwarfs. 
ancient tongue that has changed little in 

wmds of years. The lexicon of this language is-rich 

hat describe the Dwarfs environment; there 

2 hundred different words for gold alone, 

= the need to express such factors as colour, 

enc hardness. It is interesting to note that there 


my MASTER: 


=: MASTERRUNE = 
*_ OF/DISMAY 


seh incapable of becoming wizards, Dwarfs have 

mi 2 way of binding magical energy into their runes. 
science is known to but a few Dwarfs, known as 
miths, who have passed their secret knowledge 


= through the generations. 
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DWARFS 


is no word for forgiveness in Khazalid, although there 
are many synonyms on the theme of vengeance, 
recompense and retribution. 

The written form of Khazalid is an alphabet of 
runes. Some runes represent sounds while others are a 
single unit of meaning — or more usually several 
meanings — and these may even have the potential to 
store magical energy (see below). 


~ NUMERAL RUNES 


2 


~ MASTER RUNE. 
OF GROTH ONE-EYE ~ 
Ruihe of Protection: 


Although similar in appearance to conventional runes, 
magical runes enable Dwarfs to accomplish a wide 
variety of engineering and sorcerous feats, from 
excavating solid rock to making blades sharp enough to 
pierce the hides of dragons. 


‘om meagre grain and ground stone that is 


AT THEY BUILD 


@s are the greatest smiths and craftsmen of the 
emmer World. They have advanced the sciences of 
ey and engineering beyond the capabilities of 
other races. 

he Dwarf Engineers Guild strives to find a 

Nogical solution to most problems. The ancient 
ence dominated the skies atop their might war 

s but it was not long before the Dwarfs had 

te the air in rotor-bladed flying machines known 
scopters. The steam locomotion that powers 


= magnificent machines is one of the Dwarfs’ 


st discoveries, and means that they are not 

Sent on beasts of burden, which have difficulty 
ang the inhospitable mountains. 

siculture has not been particularly developed in 
Sd terrain of the Worlds Edge Mountains. What 
sain can be harvested is invariably used for 
food is generally obtained through trade or 

= The spartan Dwarfs are no strangers to 

and hardship and have developed a bread 


imedible if not washed down with copious 
ties of strong ale. Their research into chemistry 


teided not only gunpowder but also a most 


able beverage — Dwarf beer — which, in addition 


driven by the lure of gold fears nothing... 
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DWARFS 


The Anvil of Doom — a runic 
artifact of war. 


to its incredibly intoxicating qualities, is nutritious and 
can sustain a Dwarf for a week in the absence of other 
food. 

Dwarfs have shared much of their technology with 
the Men of the Empire (see Empire ). This includes 
metallurgy, steam propulsion and gunpowder weapons. 


HOW THEYRE ORGANISED 


Each Dwarf stronghold is governed by a King who is 
answerable to the High King at Karaz-a-Karak in times 
of emergency. The High King rules by divine right and 
can trace his lineage back to the ancestor god Grugni. 
Dwarfs are by nature a highly disciplined race with a 
rigid code of honour. They are guided by unchanging 
precepts and traditions, and have little use for autocratic 
leaders. The King leads by valiant example, and will 
often be found at the forefront of any Dwarf war party. 
Deference is always given to the oldest Dwarf present, 
and this often supersedes the conventions of rank and 
title. 

From a professional perspective, Dwarfs have no 
time for anything trivial or purposeless. It is therefore 
difficult to assign an order of importance to the 
different sections of Dwarf society. Only the 
Runesmiths stand apart as being in any way 
extraordinary. These aged Dwarfs are perceived as the 
wisest members of the community and even kings will 
hear their counsel. 


THE RACES 


WHAT THEY BELIEVE 


The Dwarf reverence for old things is reflected in their 
religious tradition — a pragmatic form of ancestor 
worship. The earliest Dwarfs, whose heroic exploits are 
recorded in legend, have become a pantheon in their 
own right. First among these ancestor gods is Grugni, 
associated with mining and metallurgy. 

Grimnir the fearless is the war god, often depicted 
locked in combat with the Dwarfs’ natural enemies, 
Orcs, Trolls and Giants. According to legend, it was 
Grimnir who put an end to the first Chaos incursion by 
walking into the ruined Gateway to do battle with the 
forces of darkness. The High Elves, of course, dispute 
this (see High Elves/the Vortex). 

Valaya is the only goddess of the Dwarf pantheon. 
She defends the Dwarf race from the evil tide of magic 
and is said to have founded the impenetrable fortress of 
Karaz-a-Karak. 


Dwarfs do not shy away from war; on the contrary it ® 
the ideal environment for them to demonstrate their 


natural superiority over other races — both physically 
and technologically. Sharing their mountain homes 
with such hostile races as Orcs, Giants and Trolls has 
provided plenty of practice over the centuries. 

The Engineering guild cheerfully turns its expe 
to the design and production of spectacular weapor 
including devastating flame cannons and gunpowde 
bombs, often employed in airborne assaults from the 
gyrocopters. Flintlock handguns and pistols give D 
armies an edge in long range warfare and compens: 
for their lack of conventional archers and cavalry 

In seige warfare Dwarfs are the incontestable 
masters. Their own fortifications are impregnable, © 
into the sides of mountains and defended by all 
of mechanical devices that pour death on the heads 
invaders. When they are on the offensive their mins 
expertise comes into play — few strongholds can ex 
being both excavated from below and barrage-bom= 
from above. 

Dwarfs favour power and durability over 
manoeuvrability, even at sea their heavy, armoured 
ironclads are able to challenge the fragile timber flee 
of other nations. The race’s technological advantage 
complemented by a race well suited to war in both 
body and temperament. Dwarfs are highly discipline 
soldiers, and display unwavering courage and 
determination in the face of hopeless odds. 

Members of the Slayer cult will often accompany 
the regular army to war — in the hope of finding a 
heroic doom. Once battle is joined, these orange-hat 
maniacs rush into combat with the most fearsome foe 
on the battlefield, which is guaranteed to have a 
positive effect on Dwarf morale and severly unnerve 
their foes. 

Their combination of toughness, tenacity and 
technology explains why these diminutive people ha 
prospered in some of the most inhospitable country oF 


The Empires of Elves and Dwarfs may have waned, but the domain of 
Man has yet to reach its zenith. Of all the human civilizations of the 
Warhammer World, the largest and most powerful is the Old World 
realm known simply as the Empire. 


Under Sigmar’s brilliant leadership the Unberogens 
became the mightiest human tribe of the Old World. 
Perhaps impressed by the solidarity of the Dwarf 


decline of the Elven Empire and their subsequent Empire, Sigmar resolved to bring together the scattered 
drawal from the Old World left a power vacuum tribes of Man under one banner and drive the Orcs 

was quickly filled by the warring tribes of Orcs from their lands once and for all. 

Men. The Orcs’ physical superiority and sheer A string of successful battles enabled him to do just 
serence might have driven Man from the that — those that would not join the alliance were either 


tment, had it not been for the intervention of the destroyed or driven from their lands- and before long 
erts, themselves beleaguered by the greenskins. the warring tribes had become a single confederation. 
The Dwarfs forged alliances with the scattered This tipped the balance against the less-organised 

Ses of Man that gave both races a fighting chance greenskins and, after a season of perpetual conflict, the 


st their mutual enemy. One such tribe was the Orcs were finally pushed from the Old World. 

srogen, a fiercewarrior people led by an With fighting reduced to border skirmishes, the 
sptional individual named Sigmar. new civilization was able to devote its efforts to 

Ar the age of fifteen Sigmar saved the life of the expansion and development, resulting finally in what is 
King Kurgan Ironbeard and established a special | now the Empire. The first Emperor was Sigmar himself 
i between the Dwarfs and the Unberogen. In and the date of his coronation marks the first year of 


tude the Dwarfs gave runic weapons to their allies, the Imperial Calendar. 
mightiest of which was Ghal Maraz (Skull Splitter), a Conflict, political intrigue and natural disaster have 
cal hammer that would become Sigmar’s troubled the Empire’s history but, as it approaches its 


emark and the heirloom of future Emperors. third millennium, its spirit has never been conquered. 
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Men are one of the most diverse races of the 
Warhammer World. Though neither as graceful as 
Elves nor as sturdy as Dwarfs, and pitifully short-lived 
compared to both, they have successfully expanded 
their civilizations in every corner of the world. 

The key to Man’s success has more to do with his 
intellectual and social evolution than his physical 
make-up. Unlike the other civilized races, Men breed 


§ prolifically. In a few generations, a small tribe of 


hunter-gatherers can become a large community. Their 
expansion is constrained only by warfare and plague, 
both of which are a perennial menace to the Empire. 


on a 


The Empire is the largest nation of the Old World 
and encompasses a wide variety of scenery, from vast 
forests to towering mountain ranges. In the west, The 
Grey Mountains separate the Empire from the 
neighbouring realms of Bretonnia and Athel Loren 
while in the east the Worlds Edge Mountains stand 
between it and the Orc-infested Dark Lands. The 
climate turns frigid in the north as one heads toward 
the allied kingdom of Kislev. 

Two of the Old World’s longest rivers — the Reik 
and the Talabec — join at the capital city-state of 
Altdorf. This formidable metropolis is the most 
populated human settlement in the world. It is also 
home to the present Emperor, and to some of the great 


he provinces of the Empire and its neighbouring realms. 
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THE EMPIRE 


seutions of human endeavour , y CREATURES 


as the Colleges of Magic, A wide variety of natural creatures make their home in 
imperial Engineers School the Empire, as do several supernatural species. The deep 
= the world renowned forests and desolate mountains occasionally harbour 
exsity of Altdorf. creatures of Chaos that have wandered from the 
northern wastes. Many are captured and put into the 
Imperial Zoo at Altdorf, which also stables a number of 
Griffons and Pegasi trained specifically for war. 
Although humans are the principal denizens of the 
Imperial settlements, there are other humanoid races 
that share their realm. Some Dwarfs have broken with 
tradition and left the Worlds Edge Mountains in order 
to work and study at the Engineers school. The rural 
area known as the Moot is home to the peaceful, 
diminutive men called Halflings. Their leader, the 
Elder of the Moot, has been granted the same voting 
powers as the human governors of the other districts. 
Perhaps the most surprising inhabitants of the 
Empire are the Ogres. These enormous brutes are 
usually found in the company of Orc or Chaos 
warbands, but their integration into Imperial society — 
almost always the military — seems to indicate that they 
are not intrinsically malevolent. 


The old capital of Nuln sits astride 
Baik. It boasts one of the marvels of 
tem engineering — a huge wooden 
Mee that can be raised to 

mmodate busy shipping traffic or 
sed to protect the town, sealing it 
ever-based invaders. 

Politically, the nation is divided into 
s= districts. Ten provinces 

sspond roughly to the tribal 

tes of Sigmar’s time: Averland, 

d, Middenland, Nordland, 
emark, Ostland, Reikland, Stirland, 
Secland and Wissenland. The city- 

= of Altdorf, Nuln, Middenheim and 
Sheim have grown so large that they 
Senstitute autonomous districts in 

© own right. The last district is the 
=<astern expanse of countryside 

= as the Moot. Although the 

ial and population centres are in a 
ef rapid expansion, there is still 

of the Empire that remains open 
e@atively untouched. 
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THE RACES 


Each imperial province or city state maintains a state 
regiment with its own distinctive livery. 
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NC TC " 


The Empire is arguably the most cosmopolitan nation 
of the Warhammer World with members of almost 
every civilized race rubbing shoulders in its heavily 
populated cities. This has provided the nation with a 
rich and varied culture. The Elven contribution is 
apparent in the Empire’s extravagant fashions, whilst 
Dwarf stoicism has clearly had an effect on its religie 
customs. 


HOW THEY THINK 


Men are even more diverse in mind and behaviour ths 
they are physically. While some are as uncouth as thet 
barbarous enemies the Orcs, others have striven to 
distance themselves from their savage origins. 

The large metropolitan areas of the Empire have 
given birth to the ‘urban mentality’- an obsessive desi 
for privacy in an environment in which one shares a 
small, cramped space with numerous strangers. 

Though they have endured much hardship, 
including war and plague, the people of the Empire 
have always managed to pull through as a nation. A 
simple feat perhaps — but one that has eluded more 
sophisticated nations such as the High Elves. 


WHAT THEY BUILD 


The Empire is possibly the most technologically 
advanced human civilization of the Warhammer Wo 
The Engineers School at Altdorf combines the 
centuries-old knowledge of the nation’s Dwarf allies 
with human pioneering spirit. Steam locomotion has 
greatly advanced the Empire’s industry and provided 
army with some remarkable warmachines. 


HOW THEY'RE ORGANIZED 


Managing a political region the size of the Empire is 
no mean task. The Emperor is not an hereditary 
autocrat but an elected representative of smaller 
governing bodies. 

Each province or city-state is a semi-autonomous 
region, governed by a Count or Burgomeister. The 
Counts are descended from the original tribal warlords 
appointed by Sigmar to govern the regions of his 
realm. They elect the Emperor from among their own 
number and are thus known as Elector Counts. Five 
other Imperial officials receive electoral powers: the 
Grand Theogonist and the Arch Lectors of Sigmar, the 
High Priest of Ulric and the Elder of the Moot. 

District governors are given freedom in managing 
their offices. In the past their petty rivalries almost lea 
to the breakdown of society, but the lessons learned 
from the Great War seem to have put an end to 
damaging power struggles. 


AT THEY BELIEVE under the banner of Sigmar and so saved his people 


primitive polytheistic faith of the Unberogen has from extinction, just as the first Emperor had done 

wed to the present age, but has been eclipsed almost twenty-three centuries earlier. Since the reign of 
shat by the cult of Sigmar. After his death, the Magnus, the Empire has enjoyed an era of relative 

der of the Empire was venerated as a god and his stability. 

ch grew rapidly, perhaps influenced by Dwarf Success in the Great War has strengthened the 

stor worship. Within the Empire’s melting pot of nation both politically and spiritually. When the hordes 
en ideals and philosophies there are also those of Chaos next come down from the north, they can 
have turned, unwittingly or not, to worship of the expect to meet the strongest possible resistance. 

es gods. Such activity poses a real threat to human 
gation, and the established churches are ruthless in 
®& pursuit of heretics. 


BATTLE PLANS & 


Empire invests considerable resources in the 

and development of its full-time military. Each 
M@ce or city-state maintains its own army, known as 
regiment, comprised almost entirely of infantry. 
cavalry units are contributed by the nobility, the 
important of which is the Emperor's personal 
suard or Reiksguard. Most nobles belong to one of 
Seightly order, each with its own peculiar E 
sons and heraldry. bi ag 
The science and technology of the battlefield are wy 
=eched thoroughly in the Empire’s academic 
ations. The nation is leading the Warhammer 

Z into a new age of warfare that might one day 

send to Chaos and Man’s other eternal enemies. 

The Engineering School at Altdorf has produced 

serable military innovations, including the 

essive (if slightly unstable) steam tank. Gunpowder 

ems are starting to replace the archaic bows still Ee 

by many races of the Warhammer World, though 
Sot uncommon to see crossbowmen from the 
ouring land of Tilea in the ranks of the Imperial 
Cannons are one of the most devastating 
ponents of the Imperial arsenal — the science of 
seics having been researched and developed at 
Ueperial Gunnery School at Nuln. 

hough the Dwarfs have clearly influenced 
Mmperial approach to warfare the Empire has 
awn much inspiration from the High Elves. It 
= 2 mighty navy that seeks to rival the warfleet 
Dehuan and employs graduates from the Colleges of 
sc to provide supernatural firepower. 

Given the close proximity of the Realm of Chaos, it 
serprising that the armies of darkness have been 
Empire’s principal enemy throughout its history. 

= the Great War broke out the nation was 

going one of its worst periods of civil unrest, 

& had fragmented the provinces. A noble of Nuln 
name of Magnus set about reuniting the people 


RELATED TOPICS 
The Dwarf Empire: See Dwarfs. 
The Great War: See Great Events. 
The Age of Man: See Welcome to 
the World of Warhammer. 
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®s neighbour the Empire, the Kingdom of 
Sennia started life as a group of tribes fighting 
Serial wars against rampaging hordes of Orcs and 
ims. In time their tribal territories evolved into 
Hedoms, independent states that warred with one 

her as well as the belligerent greenskins. 
Centuries after Sigmar had united most of the 

wz! and eastern Old World tribes, a warlord by the 
of Gilles attempted to consolidate the north and 
= of the continent. Gilles’ people, the Bretonni, were 
Seendants of a proud warrior tribe that had clearly 
= influenced by departed High Elven colonists. 

= during the darkest years of Orcish hostility, the 
Seani lived by a code of honour and justice that 

i become the cornerstone of their future society. 
According to Bretonnian legend the land of the 
mni had been overrun by Orc invaders and Gilles 
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BRETONNIA 


LAND OF CHIVALRY 


SA Brefannie HERS 
Any servant of darkness with designs on the Old World must first cross 
swords with the knights of Bretonnia. For centuries, the Lady of the 
Lake's valiant warriors have fought against the forces of 

Chaos and tyranny with unmatched courage. 


and his retinue were preparing for a heroic last stand 
againts the greenskins. At the muster the warriors 
chanced upon a magical pool where they received a 
vision of their goddess, the Lady of the Lake. She 
blessed each of them with waters from the mysterious 
chalice called the Grail, filling them with the resolve to 
turn defeat into a glorious victory. 

After vanquishing their foes, Gilles and his Grail 
Knights set about freeing the Dukedoms from the 
invading Orcs. One by one, the grateful Dukes swore 
fealty to Gilles and named him ‘le Breton’, signifying 
that he was the uncrowned ruler of all Bretonnia. 

Gilles’ son Louis was formally crowned after his 
father’s death and became the first King of Bretonnia. 
Louis proved his worthiness to be sovereign by seeking 
the favour of the Lady of Lake and undertaking a 
perilous quest, earning him the epithet ‘Louis the 
Rash’. From the time of Louis all subsequent rulers of 
Bretonnia have been, first and foremost, knights sworn 
to serve the Lady and defend her realm. 


THE RACES 


Bretonnia ts 


~) famed for its 
ene noble knights 
The majority of Bretonnians are typical Old World the valiant 
humans. There are, however, distinct physical defenders of i 
differences between the country’s peasant population realm. 


and its nobility: the latter being noticeably taller, 
stronger and healthier than the commoners. Nobles are 
descended from generations of mighty warriors who 
have always been assured bed and board, even during 
famines, from the people they swore to defend. 


Bretonnia is abundant in open countryside and 
breathtaking landscapes, and enjoys a 
remarkably mild climate. It is divided into 
thirteen dukedoms, each containing dispersed 
peasant communities managed by local barons. 


The inhabited areas are 
predominantly rural, and few 
settlements are large enough 
to be called cities. 
Communities are scattered 
throughout the vast 
countryside and the largest 
often built around castles. 

The western part of 
Bretonnia borders the Great 
Ocean, and its largest 
population centres are the 
trading ports: L’Anguille, 
Bordeleaux and Brionne. 
The city port of Mousillon 
has sadly fallen into 
disrepair, and is now a haven 
for the foulest denizens of 
the Old World. 

In the northeast, 
Bretonnia is separated from 
the Empire by the free city 
of Marienburg and the peaks 
of the Grey Mountains. The 
main route through this 


Bretonnia’s nobles and 
commoners gather to defens 
their kingdom. 


BRETONNIA 


Smee is Axe Bite Pass, which has been heavily fortified | Athel Loren, are Bretonnia’s principal allies. There are 

Se srongholds after years of incursion from the still enclaves of Orcs and other monstrosities within 

= Bretonnia’s borders, including the mountainous Massive 
To the south are the realms of Estalia and Tilea Orcal and the Forest of Arden, and these have become 

Wee 2long with the Empire and the forest kingdom of popular hunting grounds for aspiring knights. 


ales FOREST OF © 
FSA\ CHALOM 


THE GREAT 
QCEAN 


» SY ONE OF THETWELVE 
DK BATTLE SITES OF © 
GILLES LE BRETON 


1 Kingdom of Bretonnia and surrounding realms. Although on friendly terms withs its neighbours, 
mania is frequently menaced by enemy war fleets and fell creatures that dwell in its own forests. 
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THE RACES 


Bretonnia’s culture has evolved quite differently 
from the Empire’s. The latter followed the Dwarf 
preference for industry, with large population centres 
and commercial districts while Bretonnian developed a 
rustic society: small communities bound by a rigid 
value system of honour, class distinction and martial 
virtues. The central figure in this system is the knight — 
the classical armoured horseman of noble lineage. 

The origins of knighthood are rooted in the early 
tribal culture of the Bretonni, when the best warrior of 
a community defended its people in exchange for 
wealth and status. These early armoured knights were 
mounted on heavy draft horses, the only steeds able to 
bear their weight. Through selective breeding, these 
mounts evolved into the now-famous Bretonnian war- 
horses, while their riders evolved into Bretonnia’s 
nobility. 

Although heavily class-oriented, Bretonnian society 
is not an autocratic regime where privilege and poverty 
are hereditary. Knights bear great responsibility and are 
expected to live by the code of chivalry, which 
demands virtue, discipline and courage. For their part, 
commoners gives deference out of genuine respect. The 
kingdom has had its share of disreputable nobles of 
course, but the system attempts to be fair. Moreover, it 
is still possible for a lowborn squire to become a knight 
or a milkmaid to marry a prince. 


Only commoners are 
permitted to 


BECOMING A KNIGHT 


Many civilized nations have elite cavalry units called 
knights, but only Bretonnia has perfected knighthe 
as a warrior philosophy. Bretonnian knights are as 
unparalleled in battle as they are in courage and 
integrity; they are truly the stuff of legend. No one. 
whatever their class, can simply become a knight 
without proving their worth. 
Would-be knights spend 
their youth in the service of © 
an existing knight as a 
squire. Under the knight’s 
tutelage, the squire learns 
skill at arms and the all- 
important principles of , 
chivalry. If and when 
the squire is ready, he 
is set a task by a 
patron, traditionally 
the fairest damsel of 
the village, which he | 
must fulfil to become a ~ 
fully-fledged knight. 
During this time he is known as a Knight Errant 
and is permitted to wear armour and display the plas 
heraldry appropriate to his status. He also continues 
service to the tutor knight until his task is completet 
When this is accomplished, he becomes a Knight of & 
Realm and inherits a domain, which he is sworn to 
defend in exchange for tithes rendered by its peasanm 
As the knight’s domain prospers he may take ont 
or more young knights into his service, the best of 
which will eventually succeed him during his lifeti 
When this happens the knight relinquishes all prope 
and obligations and becomes a Questing Knight in the 
service of the Lady of the Lake herself. He undertake 
quest to find the sacred chalice known as the Grail 
drink from it. The rare few that succeed are noticeab 
changed. They are the Grail Knights, the bravest and 
mightiest knights in all Bretonnia. 
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THE SEVEN 
COMMANDMENTS OF 
CHIVALRY 

A true knight shall: 

Serve the Lady of the Lake 

_ Defend the domain entrusted to him. 

Protect the weak and fight for the right. 

Take arms against the enemies of virtue 
and order. 

Never show his back to a living foe. 
Never break faith with friend or ally. 
Always display honour and courtesy. 


THE RULES OF HONOUR 


A knight shall engage his foe in single combat and never 
employ sling, spear or bow, 

A knight shall never refuse a personal challenge to battle 
A knight shall never draw his sword in anger against 


OW THEY THINK 


Seenians have a strong sense of order and dislike 
Smeg that upsets or challenges their rustic 

== Most are claustrophobic with an aversion 
Ses and urban life. The peasant communities 
> in folklore and superstition, particularly 
eening their reclusive Elven 

SSours in Athel Loren, popularly 

we as the ‘Faerie Folk’. 

Soights have a deep, unshakeable 

m themselves and in the Lady of the 
Even if every lowborn squire flees 
id of battle, the knights 

wand fast and fight to the 


ai. \ 
ADING & WRITING 


mey is the privilege of nobility. 

ser, Bretonnia has a tradition 

me and verse, perhaps 

ced by the oral chronicles of the 
= Elves. The history of Bretonnia 
Me exploits of her knights are 
seed from memory by the 

= wandering minstrels, in 
=> arias known as Chansons. 
most famous of these is the 
neon de Gilles, which recounts 
jending of the kingdom. 


AT THEY BUILD 
& something slightly 
gested about Bretonnian 

== While their Imperial 
Sbours embrace the dawn of 
shine Age, the people of 
menia prefer horses and bows 
sm carriages and muskets. 
Sehough castles are 
maected from stone, 

sees build their dwellings 
Gmber and thatch. 

mety, agriculture is still 
and small-scale. This 
Sogical inertia may 
=the fact that 

wemia does not enjoy 
"eme closeness with the 
as the Empire. 


> another true knight. 
A knight shall never allow himself to be captured nor 
shall he ever flee the field. 


Green Knight — the guardian | 
Grail, who all Questing Knights 
defeat to prove their worthiness. 


THE RACES 


HOW THEY'RE ORGANIZED 

The knight is the defender and lord of a realm that 
may be as small as a village or as large as Bretonnia 
itself. As in many other civilized realms, the sovereign 
of Bretonnia is selected by election. Bretonnians 
believe that their king rules by divine right, but this 
right does not necessarily run in his veins. 

After the King, the most powerful nobles are the 
dukes; their dukedoms are in turn broken down into 
smaller baronies. The political boundaries of these 
regions are extremely flexible. Even the smallest village 
may have a knightly lord and its status and wealth 
reflect his leadership and skill at arms. 


WHAT THEY BELIEVE 
Bretonnians are monotheistic, their faith centring on 
the benevolent goddess called the Lady of the Lake. 
The early Brettoni are known to have worshipped this 
deity, but her church was not established as the state 
religion until after the ‘baptism’ of Gilles le 
Breton. Although the Lady has 
appeared to several exceptional 
individuals throughout history, she 
normally acts through her earthly 
agent, a powerful sorceress 
known as the Fay Enchantress. 
The Lady of Lake is 
connected with the sacred 
chalice known as the Grail, 
which appears frequently in 
Bretonnia’s heraldry. 
Grail chapels are 
found everywhere 
throughout the 
realm, tended by 
both peasants 
and Grail 
Knights. 


Commoners 
form the 

_ backbone of 
Bretonnia’s 
army. 
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Bretonnia is accustomed to war, having endured the 
centuries of invasion from tribes of Orcs and Goblins 
the hordes of Chaos, and the fleets of the Undead. Ti 
land is also blighted with an infestation of Skaven, wa 
were responsible for bringing the Red Pox to the 
Kingdom. 

However, she has not always fought on the 
defensive, the holy war against injustice has taken her 
knights onto foreign soil on numerous occasions. 
Perhaps the most famous of these crusades was the 
liberation of Estalia from the tyrannical Sultan Jaffar. 
After driving him from the Old World, the crusader 
knights pursued Jaffar back to Araby and shattered his 
empire, earning them the respect of both nations. 

Although knights are by far the most impressive ¢ 
Bretonnia’s warriors, the backbone of her army is mad 
up of commoners. Peasants are outfitted and trained at 
their lord’s expense, and display his livery on their 
tunics. Peasants make an important contribution as 
bowmen, since knights are not permitted to use missil 
weapons as a matter of honour — a restriction not 
generally shared by their enemies. 


RELATED TOPICS — 
food Elves: See Wood Elves. 
ie Empire: See Empire. 

Miorgiana le Fay: See Heroes & Villa 
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(Great Catastrophe was the genesis of Chaos in the 
Semmer World. The inexplicable destruction of the 
Ones’ extra-dimensional gateway allowed lethal, 
energies to seep into the world, transforming 
@ion around the North Pole into a nightmare 

Om the other side of the Gateway is a dimension of 
Chaos — a malevolent force that defies 

tion, it is the antithesis of all that is normal and 
1 The physical laws that govern nature hold no 
m this dimension and there is no line to divide 

» from fantasy. Chaos is the stuff of horror made 
® its swirling darkness every irrational mortal 
takes on a living countenance. 

The period following the Great Catastrophe is 

= simply as the Time of Chaos, a time when the 
"2 was plunged into horrors from the depths of its 
gerkest imaginings. During the Time of Chaos, 
early civilizations of the Warhammer World were 

ted by a monstrous horde of Daemons vomited 
the gaping tear in reality that had once been the 
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ealmo&Chaos 


To the far north of the Warhammer World is a place of unspeakable 
r where twisted creatures lurk and darkness reigns supreme. This is 
the Realm of Chaos, the nemesis of nature, civilization and sanity. 


Gateway. The Old Ones, creatures of rationality and 
order, were obliterated beneath this tidal wave of 
foulness, but the mortal races, comparatively powerless 
though they were, proved more resilient. 

The heroic efforts of the Elves and Dwarfs finally 
succeeded in holding back the dark tide long enough 
to restore a semblance of order to the world (see High 
Elves/The Vortex ). Unfortunately the respite was only 
temporary for Chaos can never be destroyed as long as 
there are intelligent beings in the universe whose fears 
give it shape and purpose. 

The Realm of Chaos is ruled by four unholy 
siblings, united in darkness but bitter rivals for the 
souls of men. Each of these deities, manifesting from a 
particular aspect of mortal horror (war, change, plague 
and perversion) plots to bring about the doom of 
civilization in its own uniquely loathsome way. 

The gods of Chaos have tried time and again to 
take the Warhammer World. Each time their armies 
have been defeated, only to return stronger, more 
numerous and more terrifying than before. 

For the present the world belongs to the civilized 
races, but, while Chaos waits in the shadows the days 
of mortals are surely numbered. 


It would be a mistake to thie 
of Chaos as the source of evil im 
the Warhammer World. Its warpee 
energy would be nothing without # 
basic drives and emotions of mortals. 
Wild passions, violent instincts and 
primitive terrors are the substance of 
Chaos and, of all the mortal races, it is 
Man that provides the greatest sustenance 
for its dark appetite. As human civilizaté 
changes and grows, it draws in the wild 
power of Chaos, giving greater 
strength to the very thing which 
threatens its existence. 

In addition to the multitudes of 
mortals who have turned to darkness, 
unwittingly or not, there are many 
creatures that would not exist at all were 
it not for the baneful energy of Chaos. 
These abominations are not driven to 
convert mortals to their unholy cause but 

to destroy them utterly and pave the 
way for the time when the Realm of 
Chaos stretches from pole to pole 


THE CHILDREN 
OF CHAOS 


.The Time of Chaos spawned 
many new races into the Warhammer 
World. Some are so unbelievably 
twisted that they are unable to stray 

from the Realm of Chaos and would disintegrate in 
the real world as the laws of nature took their toll. 
However, a few races, known collectively as the 
Children of Chaos, are more stable than these mutated 
unfortunates, and have been able to expand their 
population beyond the warped region. 

The Children of Chaos are generally humanoid in 
appearance, but mutated in such a way that they could 
never pass for human. As with all things Chaotic their 
forms are many, varied and loathsome, most are 
aberrant hybrids of two or more natural races that 
could never interbreed without the impossible 
intervention of Chaos. 


Beastman Shamans are believed to commune 
directly with the Dark Gods 


REALM OF CHAOS 


ASTMEN 


= the most numerous of the Children of Chaos, 

en are a composite of man and animal, often with 
Seeds and lower bodies of horned goats. Among the 
» subspecies of this race, the most common are 

= man-like mongrels that are tougher, though 
icerably less intelligent, than most humans. These 
Geminated by the rarer Gors, who are 
i with greater strength, intelligence 
Srocity than their smaller 
is and are more bestial in 
sxance, with long 


sweeping horns that are often sharpened and decorated. 
Beastmen live in nomadic tribal units in the remotest 
forests of the Warhammer World. They fight 
constantly among themselves for prestige, breeding 
rights or simply as an outlet for their rage. At the top 
of this barbaric pecking order are the Bestigors, Gors of 
exceptional size and ferocity, from which the tribe’s 
warchiefs invariably emerge. 
Perpetual intertribal warfare makes any 
form of centralized government impossible, 
but ensures that only the strongest 
tribes survive. Occasionally, however, a 
warlord will call the local tribes 
together and propose an alliance in 
order to attack a human settlement. 
Beastmen are united only in their 
utter loathing of mankind, and once 
such a proposal is agreed the 
Bestigors of the constituent tribes 
will engage each other in bloody but 
(supposedly) non-lethal duels to 
decide the rights of leadership in the newly- 
formed warband. The overall chief of such a 
warband, known as the Beastlord, will always be 
the strongest and most ruthless Beastman in the 
region. 

As Children of Chaos, Beastmen are 
bound to the Dark Gods from birth — it is 
the only religion they know. The will of 
the gods is interpreted by a special breed 
of Beastman, the Shamans, who are 
innately gifted with the ability to use 
magic. A Shaman is an important member 
of the community, and no warrior would 

dare kill or harm one, even one from a 
rival tribe, for fear of evoking the wrath 
of the Dark Gods. 


Realm of Chaos is home to many terrifying 
iborrific creatures, including the loathsome 

ebearer (above) - a Daemon of Nurgle the 
d of Decay. 


THE RACES 


MINOTAURS 
A brutish blend of man and bull, Minotaurs stand head 
and shoulders above even the tallest Bestigor. Equally 
savage but less intelligent than Beastmen, Minotaurs 
often dwell in the same regions as their smaller cousins 
and accompany them to war. In battle they are terrible 
to behold, degenerating into a frenzy of blood-greed 
which often drives them to fall on a slain opponent in 
the midst of battle, to feast on the freshly-spilled gore. 
Minotaurs often construct crude shrines to the 
Dark Gods in the depths of the forest, where they store 
vast hoards of battle trophies. Many an intrepid 
adventurer has met his gruesome end in the pursuit of 
‘Minotaur treasure. 


fi 


DRAGON OGRES 


This ancient and curious race were not spawned by 
Chaos, but succumbed to it so long ago that they are 
now counted among the Children of Chaos. Scholars 
believe that these creatures are the oldest race of the 
Warhammer World - a race that was on the verge of 
extinction at the time of the Great Catastrophe and 
made a desperate and unholy pact with the Dark Ge 
in exchange for immortality. 

They are a centaur composite, with reptilian 
hindquarters and the upper body of an ogre-like 
humanoid. Dragon Ogres spend much of their time 
| asleep, waking only when storms ravage the sky. 
Then these strange creatures ascend the highest 
mountains, to be revitalized as 
lightning strikes their bodies. 


| «. FELL 
meee? CREATURES 
; Among the many ra 
that owe their existe 
to the foul taint of Chaos 
the carrion-eating winged 
humanoids called Harpies. They 
are often found in the proximity 
Beastmen and Minotaurs, especia 
after a battle, when they swoop from 
the sky to gorge themselves on the dead 
and dging. 
* _ The beasts of burden employed by 
"__ ®  Beastmen and other denizens 
the Realm of Chaos have also 


i % ; been changed by 
De a) A 


q s 
RY 
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prolonged exposure to i 
mutating magic. The wild 
dogs that roam the northern 
wastes have mutated into Chaos Hounds. 
and exhibit all manner of vile mutations 
from multiple heads to scorpion tails. 
The chariots of the Beastmen are 
pulled by Tuskgors, a ferocious fusion 
of boar and giant ram, covered in 
=~ thick, woolly hair. These beasts are 
S foul-tempered and stubborn with 
. tough hides that shrug off all but t 
most crippling injuries, 
S gee aking them the 
Yas A 4 Ze perfect beasts of war. 
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A blood-frenzied 
Minotaur, one of the 
most ferocious Childrem 
of Chaos 


ARK ((() tt A fearsome Chaos Marauder , one 
of the many mortals who have sold 
their souls to the Dark Gods. 


Sewer struggles of the Dark Gods are fought not 
® their own realm, but in the domain of mortals 
= All the races of the Warhammer World are 

= im their wicked game, which will only end when 
erid is crushed beneath a tide of anarchy. 

Smd is forever drawn to the darker side of nature, 
that he stands on the precipice of Chaos. 

er, not all who do the bidding of Chaos are its 
Seng minions. On the contrary, many are 
im by the promise of god-like power or 
Snowledge. The symbol of Chaos, the star 
§2cr arrows, represents the many options 

= == open to those who follow it, as opposed 
monotonous linear path of civilization. 
everyone, from the power-hungry and 

s=mt to the most erudite seekers of the 

can fall foul of Chaos’ enticement. 
offers a mortal his heart’s desire — the 

S simply his soul’s damnation and the 

seme of the apocalypse. 


DISCIPLES OF 
NESS 


mortal converts to Chaos are ordinary 
ees who sacrifice their humanity for a taste of 
glory. Prolonged exposure to the stuff of Chaos 
mutating effect on all living matter, and the 

= of the Dark Gods are no exception. However, 
see the endowment of tentacles, horns and other 
me appendages not as a curse but as a mark of 

= from their malevolent deities. 


SE MARAUDER TRIBES 

northern wastes of the Warhammer World, on 
Hinges of the Realm of Chaos, live a hardy breed of 
These savage humans have abandoned all hope of 
wishing a civilization in the lethal mutant 

emess, and instead live in wandering tribes 

ested to the Dark Gods of the north. They are the 
ss Marauders, proud servants of Chaos and haters 
who do not follow their creed, particularly 

se civilized nations of the south. 

The mighty knights of Bretonnia and the Empire 

2 grim respect for these hostile nomads. Hardened 
perpetual warfare and a truly inhospitable 

Sonment, they are easily a match for the 

sors of the Old World. They are reckless fighters, 
Hen to insane acts of courage in the hope that they 

= attract the attentions of the Dark Gods and be 
mared to the ranks of Chaos Warrior warbands. 


REALM OF CHAOS 


AMPIONS OF CHAOS at best, the favourable attention of his patron can earn 
Seatest mortal agents of darkness are known the aspiring Chaos champion immeasurable power or 
#) as the Champions of Chaos. Warriors who crippling deformity. Above all else, the Dark Gods have 
= this unholy status are among the deadliest a twisted sense of humour. 


ers in all the Warhammer World. Against their A true champion of Chaos will eventually receive 
mred might even the elite soldiery of civilized the mark of Chaos — the rune of his unholy patron 

= are as impotent as children. appearing like a tattoo on his flesh. The mark is often 
“20s Knights are the most fearsome of all, clad hidden from view, especially if the champion has 

bead to toe in heavy armour and wielding infiltrated mortal society, but its presence indicates that 
Setuan weapons with inhuman ease. Even their the individual now belongs to Chaos body and soul, 

= have been enhanced by the power of darkness and is beyond redemption. 
wart those of ordinary mortal cavalrymen. The greatest and most fortunate agents of darkness 
@h20s warriors form mighty warbands, dedicated are granted immortality as Daemon Princes, while the 

service of a single dark deity or to the shadowy unlucky ones are so over-endowed with mutations that 


= of Chaos Undivided. They often recruit from the their humanity dissolves in a storm of genetic 

= the Marauder tribesmen, but it is not unknown confusion. These mindless, formless horrors are known 
Di World nobles to abandon their humanity in simply as Spawn. 

= join the ranks of the world’s most feared 

Sees. Fortunately these warriors spend much of 

Gme in the cold-blighted north, fighting against Champions of Chaos are the mightiest mortal 
Smother to further the power of their warriors of the Warhammer World. 

sslar chaotic patron. However, when 
@mite under an especially capable 
Seed. the mortal realms writhe in fear. 
While many of the Dark Gods’ 
Nees make their home in the 

= wilderness of the Realm of 
= some live in the heart of 
Sstion, often under a veil of 
smability. No faith is as 
etic as that of the 

Sy converted and 

= disciples tend to be 
= and evangelistic, 

= © spread their 

Hon to the 


hae 
\ 4 


The agents of Chaos 
serywhere, and in the 

®y populated Empire 
Secular, the witch- 

ss of Sigmar labour 

end day to uncover their 

Ses. which threaten 

ery foundations of 


Se Chaos Gods reward 
= ‘oval servants with 
mutations, some 

ch actually enhance the disciple’s 

= All mutations tend to be bizarre 
@otesque, marking the servant as 
Svocally damned. The career of 

wal servant of Chaos is unpredictable 


THE RACES 


A Bloodthirster, Greater Daemon of Khorne 


DAEMONS 


Daemons are the manifestations of mortal nightmares, 
creatures of pure Chaos that come in a variety of 
loathsome forms each more terrifying than the last. 
They are not subject to the natural laws that govern the 
Warhammer World, and possess powers beyond the 
imaginings of mortals. The Daemons of each Chaos 
God reflect his particular sphere of influence and 
follow a hierarchy of power with lesser Daemons at the 
bottom and the immensely powerful Greater Daemons 
at the top. 

Since the last great Chaos incursion, the more 
powerful Daemons have not ventured en masse into the 
domain of mortals. However there are many mortal 
disciples of darkness who are unbalanced enough to 
attempt to summon these foul entities into their world. 
This is a very dangerous undertaking, for while few 
have the sorcerous power to call the denizens of hell 
from their realm, fewer still possess the arcane skill to 
restrain them when they arrive. 


THE DARK GODS 


The Realm of Chaos is ruled by a quartet of terrible 
deities, each a manifestation of a particular aspect of 
horror: slaughter, discord, sickness and immorality. 
All who serve Chaos must pledge themselves to 
one of these Dark Gods or else to the unfathomable 
power of Chaos Undivided. Each demands that his 
disciples spread the horror of Chaos throughout the 
world in a manner appropriate to the god’s idiom. 
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THE BLOOD GOD 


Khorne is first among the Chaos powers because 
essentially it is mortal violence that sustains Chaos 
foothold in the Warhammer World. In many ways 
Khorne is a classic war god, mindlessly brutal yet 
appreciative of the martial values of honour, disciple 
and courage. However, when battle degenerates inte = 
frenzied orgy of violence he cares little which side 
triumphs as long as the field is irrigated with blood 
The Blood God delights in slaughter — the greater tae 
mayhem, the greater his savage amusement. As the g 
of war all carnage is wrought in his name, whether # 
antagonists wish it or not. 

The Blood God’s main rival is Tzeentch, the Gres 
Sorcerer. Khorne despises wizards — who prefer to 
employ their cowardly magic from a distance rather 
than wade heroically into the gore — and his earthly 
followers are forbidden from dabbling in the sorceras 
arts. Similarly he has utter contempt for the soft, 
hedonistic antics of Slaanesh, the lord of pleasure. 

Khorne’s mortal followers are always killers by 
nature or profession. They know that the only way & 
please their patron is with blood and souls taken in 
battle. Among the marauder tribes of the northern 
wastelands, the Blood God is known as Chron, the 
Hound of War. His tribe, the Tribe of the Hound, 
comprises the mightiest barbarians of the north, pros 
warriors who rush into battle swinging enormous 
double-handed greatswords and battleaxes. For them. 
Chron is also the God of Fire, the flame that forges 
their weapons of steel, fills their hearts with courage 
and consumes their enemies. 

All Hound tribesmen are eager to demonstrate thet 
martial skills so that they might be one day selected 5 
their lord to join the ranks of his champions. Khorne = 
chosen warriors are distinctive in their armour of bla 
blood red and brass, the colours of their master. They 
form huge warbands, roaming the frontiers of the 
Realm of Chaos in search of something to kill. 

Those who show exceptional courage and prowes® 
in battle may be branded with the skull-like Mark of 
Khorne. They are then gifted with a magical suit of 
plate armour wrought in black iron and brass and 
embossed with runes of power. This armour fuses to 
the body of the wearer, sealing him forever in a metal 
skin. The mark of Khorne also strips away the last 
vestiges of civilization from the champion, so that he 
will enter battle as a remorseless, relentless berserker, 2 
bloody whirlwind of destruction. 


Khorne is the Blood God, the savage Hound of War and the fire that destroys. 


mme’s Daemons are, as one might expect, savage in 
arance and temperament. His demonic rank- 
are Bloodletters, monsters the colour of fresh 
with cruel sweeping horns and fang-lined 
Armed with great black runeswords, these fell 
ies reap a grisly harvest of heads as they charge 
tle. Some ride on the backs of incredible beasts 
re part monster part machine, with brass hides 
magma for blood. They may also be accompanied 
Shorne’s hunting dogs, the fearsome Flesh Hounds. 


Part canine, part reptile these mastiffs are frequently 
employed by their master to hunt down enemy 
wizards, whose cowardly magics are useless against 
these demonic predators. 

The most feared of all Khorne’s minions are 
his Greater Daemons, the dreaded Bloodthirsters. 
Created in the image of their master - a living 
holocaust of raw physical power - no other denizen 
of the Realm of Chaos can match the sheer savagery 
of these winged nightmares. 
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THE GREAT LORD OF DECAY 


After war, few things evoke as much terror in the 
hearts of mortals as the spread of plague. Behind every 
outbreak of pestilence in the Warhammer World is the 
rotten hand of Nurgle, the Great Lord of Decay. 

Although generally acknowledged as the third 
most powerful of the Dark Gods, Nurgle’s power is 
inconstant, waxing and waning with the spread of 
contagion. When plague tears through the cities of 
men, the Great Lord of Decay is most definitely on a 
par with his brothers Khorne and Tzeentch. 

Quite why anyone would want to follow this foul 
deity defies mortal comprehension. His followers are 
dedicated to spreading pestilence and suffering, and are 
quite prepared to subject themselves to all manner fatal 
ailments to prove their devotion. Those that receive the 
mark of Nurgle are granted immunity to the effects of 
the many diseases that they carry, enabling them to 
spread sickness surreptitiously wherever they travel. 

Among the marauder tribes, Nurgle is known as 
Nurgul, the Great Carrion Crow, a flightless scavenger 
with maggot-ridden flesh rotting off its bones. Nurgul 


is also associated with the barren earth to which all 
things must return. Sacrificial victims to him are 
interred alive after being ritually tortured, an ordeal 
that they are encouraged to endure in silence. 

Nurgle is so loathsome that he defies description. 
His Greater Daemons, the Great Unclean Ones, closely 
resemble their master, and merely glimpsing one of 
these repulsive things makes most mortals pass out 
from nausea. Their gigantic, disease-bloated bodies are 
covered in a leathery green skin, alive with open sores. 
pustules, carbuncles and hideous infections of every 
variety. From ruptures in this noisome membrane spi 
the creature’s rank internal organs, rivers of excrement 
and maggot-ridden slime. Lesser Daemons, known as 
Nurglings, gather round this putrid mountain of flesh 
to lap up the foul juices leaking from its rotting hulk. 

The spread of corruption in the mortal realm is 
monitored by the most numerous of Nurgle’s 
Daemons, the Plaguebearers. These putrid creatures 
were once mortals that contracted the dreaded 
‘Nurgle’s Rot’, a disease that slowly wastes away the 
afflicted’s mind and transforms the body into a 
cyclopean, horned monstrosity that is constantly 
accompanied by a miasma of angry flies. 


Nurgle is the Great Lord of Decay, the 
Carrion Crow and the hungry Earth. 
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THE CHANGER OF WAYS 


Magic springs from the Realm of Chaos, and 
Tzeentch is its master. Known as the Changer of 
Ways, he has power over the laws of time and 
space, which he uses to further complex schemes 
that defy mortal comprehension. In his 
unending pursuit of greater power he 
embroils men, Daemons and even 
his fellow lords of Chaos into his 
grand designs. Tzeentch is the 
patron of those who dabble 
in the sorcerous arts, as well 


as aristocrats, 
politicians and plotters 
of every sort. He takes 
an active interest in the 
intrigues of mortals, and 
frequently intervenes to 
complicate matters 
further. No mortal can hope 
to fathom the motives of the 
Changer of Ways. So 
convoluted are his schemes that 
he sometimes appears to act against 
his own best interests. 


Those that 
receive Mark of 
Tzeentch are 

able to manipulate the 
flow of Time, and are 

often gifted with the powers 

@f precognition and clairvoyance. His 
Sorcerers are potent wielders of 

jee but the unpredictable nature of 

S master makes his patronage a 

ed blessing. Many and varied are the 

s that this Dark God takes. In far 

Say, he has been worshipped as 

‘en Chi; in the Empire, many 

ently legitimate wizards are in fact 

ss of the Great Sorceror. Perhaps 

the sorcerous god of the Chaos 

& is a manifestation of the Changer 

avs. 

The marauder tribe dedicated to the 

= Sorcerer is the Tribe the Great 

See Tchar. Notorious for their 

Sehery and manipulation, his disciples 

merate their lord as the wise, all-seeing 

Seed predator. Tchar is lord of the air, 

meless, unpredictable and omnipresent. 


Sehr: Tzeentch is the Changer of ways, the Great Eagle, the inconstant air 


A Lord of Change, Greater Daemon of Tzeentch. 
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REALM OF CHAOS 


Tzeentch is perhaps the strangest of all the Dark Gods, 
and as the great lord of change his appearance is 
constantly shifting. He is often depicted as a headless 
horror whose enigmatic horned visage stares out from 
his torso while writhing faces crawl over his skin, 
providing a mocking echo of his voice. 

His demonic servants are equally bizarre. Greatest 
among them is the Lord of Change, an aquiline 
creature of profound wisdom and malevolence, often 
summoned by reckless mortal wizards who hope to 
expand their dark knowledge. Strangest of all are the 
Flamers of Tzeentch — bird-headed Daemons that 
bound great distances on fungus-like lower bodies and 
spurt great gouts of fire from their appendages. 
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Whichever form he takes, those that gaze upon his 
inhumanly perfect face become abject slaves to his 
every whim. Slaanesh enjoys abusing this power ana 
making the most noble and upright mortals debase 


THE PRINCE OF CHAOS themselves before him. 
Despite centuries of warfare, sorcerous cataclysms Slaanesh’s Daemon servitors are as disturbingly 
and horrendous plagues, some races rise above their alluring as their master. His palatial domain in the 


savage origins and attain civilization. In the Realm of Chaos is populated by Daemonettes, 


resultant peace and comfort of their 
structured societies, many mortals think 


themselves safe from the 
insidious influence of 
Chaos, but they could not 
be more wrong. Peace gives 
rise to many decadent 
distractions that are a covert 
inroad for the youngest of 
the Chaos powers — 
Slaanesh, the Prince 
of Chaos. Although 
the least powerful of 
the Dark Gods, it is 
dangerous to 
underestimate his 
influence, which is 
growing all the time. 
The High Elves know 
to their cost what it is to 
allow this arch-tempter 
into society, for they were 
among the first to succumb 
to his guile. Wherever perverse 
pleasures are enjoyed, the 
whispers of the Prince of 


lascivious creatures with maidenly bodies 
and slender arms that end in 
giant pincers, and Fiends of 
Slaanesh, strange hybrids oF 
man, reptile and scorpion 
that emit a sleep-inducing 
musk. The greatest of his 
fatally seductive 
abominations is the Keeper 
of Secrets, a four-armea 
monstrosity that 
tempts the minds of 
mortals with 
honeyed words ané 
impossible promises 
Although less 
warlike than Khorne 
and Nurgle, Slaanesh is ne 
less dangerous. He seeks 
not peace but a kingdom 
of perverse pleasure, in 
which mortals are drownell 
in their own excesses. 
His jaded offerings are as 
sure to obliterate the 
Warhammer World as the 


Chaos can be heard coaxing Slaanesh is the Prince of Chaos ravaging hordes of Khorne, 
his unwitting devotees to the Great Serpent and the beguiling water. the machinations of Tzeente® 
greater levels of depravity and or the plagues of Nurgle. 
overindulgence. 


The tribe of Loesh, the Serpent — the marauders’ 
name for Slaanesh — offers all manner of debauched 
pleasures that lures in many young warriors from the 
other marauder tribes. Loesh is like the water, subtle 
and yielding yet capable of wearing away harder things 
or drowning those that are seduced into its depths. 
Before battle, the Serpent tribesmen take narcotic herbs 
and mushrooms that make them impervious to pain, 
then they race to war laughing lewdly as their bodies 
endure the most dreadful injuries. 

When he chooses to manifest himself before his 
awe-struck minions, Slaanesh appears as a youth of 
impossible beauty. Although almost always appearing as 
a male, Slaanesh is capable of taking any form or gender, 
from an innocent child to a voluptuous nymphet. 


RELATED TOPICS 

The Great Catastrophe: See Great Events. 

The Time of Chaos: See High Elves. 

The Great War against Chaos: See Great 
Events. 

Other Chaos tainted races: See Skaven; 

Chaos Dwarfs. 
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mutating powers of Chaos spawn an endless 
sty of creatures. Many are freakish aberrations so 


ess. On occasion though, the touch is subtler. An 
species may be transformed by warped energy, 
thereafter continue to breed true as creatures of 
Beastmen are one example of this wholesale 
tion, and the rat-like creatures known as Skaven 
another. 

Opinion is divided as to whether the Skaven are a 
cies of Beastman or a separate race altogether. 
» are so shrouded in mystery and superstition that 
y do not believe they exist at all. Their genesis is 
to the aftermath of the Great Catastrophe and 
strange magical fallout known as Warpstone. It is 
ved that a colony of rats came into contact with 

= abhorrent substance, and were transformed over 
into a race of humanoid vermin. 


s that they are shunned even by other servants of 


Beneath the ordered surface of the Warhammer World is the 
labyrinthine Under-Empire of the Skaven. These warped rat-men 
are for the Time of Anarchy, when they can take their chaos to the 
world above and bring civilization crashing down. 


The only human account of the coming of the 
Skaven is contained in the Tilean tale “The Doom of 
Kavzar’. According to the tale, some two thousand 
years before the birth of Sigmar a human settlement 
was founded in the north of modern day Tilea. It 
established trade links with a local Dwarf community 
and quickly grew into the largest human population 
centre in the Old World. In the third century after its 
foundation, the citizens decided to construct a great 
temple to thank the gods for their prosperity. With the 
help of Dwarf engineers, they began work on a huge 
tower that took a century to complete. The structure’s 
final component was a great bell, constructed by a 
mysterious ‘grey clad stranger’. On the night of the 
tower’s completion, at the stroke of midnight, the bell 
began to toll. Each strike resounded louder than the 
last until, by the thirteenth and final strike, the whole 
city had started to shake. Shortly afterwards, a hail of 
Warpstone fell upon the city from the dark moon of 
Morrsleib, bringing sickness, mutation and death to its 
inhabitants. Giant mutant rats began to appear 
throughout the district. Within a mere twenty years, the 
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city was emptied of human life, to be 
claimed by the first true Skaven as their 
capital, which they named Skavenblight. 

The first Skaven efforts to harness 
magic were spectacular and disastrous, 
resulting in cataclysmic shock waves that 
almost tore their city apart, and caused 
havoc in the distant Dwarf Empire of 
Karaz Ankor. The Skaven decided 
shortly afterwards that they should not 
restrict themselves to a single area, and 
spread out across the Warhammer World 
in groups, searching out suitable areas 
for habitation. 

Like true rats, the Skaven live 
beneath the surface of civilization, 
occasionally venturing out to raid 
supplies and prey on the weak. 


The terrifying, chaos- 
archetecture of Skavenbia 
capital city of the rat- 


However, their numbers have rise 
rapidly throughout the centuries, a 
the population of this foul race 
threatens to exceed those of man. © 
constant internal warfare and virulent 
plagues keep their population in check 
and postpone the day when they will 
bring terror to the world above. 


Warlord Queek Head-taker of Clan 
hated enemy of the Dw 


ARPSTONE 


= bizarre substance occurs in areas where there is a 
scularly high concentration of Dark Magic. It enters 
Warhammer World in a variety of ways, blown from 
sorth like black snow on the winds of sorcery, or 

© to earth as meteorites from the dark moon of 
msleib. 

Warpstone radiates a magical darkness that devours 
Any living matter remaining in its proximity for 
2 short time will mutate dramatically and 

mally die horribly. In its raw form, it is lethal to all 
= things, including those that are already corrupted 
Thaos. However, the Skaven have developed the 
sto refine Warpstone, rendering 

shtly less harmful, and they use 
2 variety of applications, from 
=cal potions to awesome 
snes of mass-destruction. 
The warrior-prophets 

m as Grey Seers (see What 
© Believe) have the ability to 
me refined Warpstone 
@erease their already 

idable powers. 

arly, each of the major 
clans employs 

Sstone in a unique way, 
will go to any lengths to 
= their techniques secret 
Getting Together). 

Skaven society depends 
shis baneful material. 

em their currency is 

ed from refined 

pstone. Any Warpstone 
orite hitting the 

face of the earth is 

sed down by the rat 

This habit 

sssionally brings them 

» conflict with other 

ants of Dark Magic, in 
Secular the Undead, who 
id like to use the 

stance for their own 
Serious purposes. 


ck-furred Stormvermin are the largest 
most fercoious Skaven warriors. 


SKAVEN 


PHYSICAL ASPECTS 


Skaven have many physical traits that are distinctly rat- 
like. They are covered in coarse fur, and have long tails 
and large, sharp incisors. Their vision is excellent at 
night, but slightly impaired in daylight. Their senses of 
hearing and smell are highly developed, making them 
very difficult to surprise. 

Male Skaven are workers and warriors. Females are 
docile, barely intelligent, and spend much of their lives 
breeding. They typically produce three to five litters of 
up to twenty young each year. 

Their life-spans are very short. Maturity is reached 
within five years, and few Skaven live for more than 
twenty. This reflects a fast-burning metabolism, 
perpetual hyperactivity and an almost constant need to 
eat to replenish lost energy — known as the ‘black 
hunger’. Skaven are omnivorous. Their staple diet is a 
meagre corn ground into flour between wheels of 
Warpstone, but they also frequently devour the bodies 
of their enemies after a battle, and will even turn to 
cannibalism to sate their voracious appetites. 

Coloration is often an indicator of an individual 

Skaven’s character. Common Skaven stand between 
four and five feet tall, and have reddish-brown or 
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piebald fur. Dominant males can reach six feet in 
height, and are often distinguished by black fur, 
which is regarded as the mark of a natural killer. 
Skaven with white or grey fur are often leaders or 
sorcerers. They tend to live longer than the common 
Skaven, and may actually be an advanced sub-species 
of the race. 


\ 


\) Dye 


Black fur is the mark of a natural-born killer in 
Skaven society. 


_HOME TERRITORY 


Beneath its surface, the Warhammer World is riddled wit® 
a network of labyrinthine tunnels linking scattered 
underground strongholds — the Under-Empire of the 
Skaven. The capital of this subterranean sprawl is 
Skavenblight, located in the Blighted Marshes of northers 
Tilea. This terrible multi-levelled city is the site of the 
Temple of the Horned Rat, a towering tribute to the 
Skaven’s unholy deity. 

The upper levels of the city are divided into 
districts controlled by the most powerful of the Skavem 
clans. Under the surface, Skavenblight is a nightmare of 
tunnels. Some serve as squalid residential areas for 
lower caste Skaven, some as sewage pipes, and many as 
both at once. These tunnels spread out in all directions 
from the city, into the ever-expanding Under-Empire. 
Subterranean tunnelling has taken the Skaven as far as 
Imperial Cathay in the east and to the tropical lands im 
the south of the Old World. They have also taken over 
a large portion of the Worlds Edge Mountains, at the 
expense of the native Dwarfs. 

The City of Pillars is the name the Skaven give to 
the Dwarf stronghold of Karak 

Eight Peaks, which 
was long ago overrum 
by Orcs and Goblins 
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Skaven Society has been described as a 
‘tyranny moderated by assassination’. This 
is a mild description of a society in which 
every individual puts his own needs first, 
and would cheerfully murder his own 
family if there were any possibility of 
furthering his position by the act. One of 
the most self-serving races of the 
Warhammer World, It is a surprise to find 
that Skaven society is actually incredibly 
well-organized. Fear is the mortar that 
binds this anarchic race together into a 
brutal hierarchy of clans. 

The most powerful and numerous of 
these specialized groups are the Warlord 
clans. Each is a constantly shifting 
hierarchy of power, with the strongest, 
cleverest and most callous rats at the top 
and expendable slaves at the bottom. The 
weakest clans can expect to be torn apart 
by stronger ones, and their surviving 
members bound into cruel servitude. 
Skaven society is hierarchical at all levels, 


. 


i and these vicious power struggles are a 
Jy , Nt : 
SS aw. normal part of life. The four most 
= PY) Aa : powerful Clans are Skryre, Pestilens, 
Warpstone wilderness that surrounds Skavenblight. Moulder and Eshin. 


The Skaven have annexed the underground tunnels 
this ruined citadel, and 
antly share them with Night / 
eblins of the Crooked Moon 


The rat men favour large 
epulation centres as sites for 

ir own underground 

stlements. Many of the Old 

orld cities’ sewerage systems are 
eked to their tunnels, allowing them 
sesy access for night raids. Some of 
‘eir largest strongholds however, such as 
rookback Mountain and Hell Pit, are located 
® desolate places rarely visited by more civilized 
seces. In the New World, the Skaven population is 
sew negligible. Their invading armies were driven off 
er destroyed by the Lizardmen in a holy war. 


4 Clan Rat warrior — one of the teeming 
multitude that make up the Under Empire's 
extensive army. 
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CLAN MOULDER 


Wealthiest of the warlord clans is Clan Moulder 
Packmasters specialize in the sorcerous science of 
genetic manipulation and the domestication of vw 

L we i. = beasts. In their headquarters at Hell Pit, Clan ? 
nn. ay —_ slaves are subjected to foul experiments & 
AE 

VY 
® 


—_ which they are selectively mutated 
~*~ 


* 
the influence of Warpstone. This has 
ag resulted in the creation of a variety 
new species, most of which are tral 
specifically for war. 

Their most successful creation 
been the Rat Ogre, a gargantuan 
combining the sledgehammer 
strength of an Ogre with the 
and ferocity of a Skaven. These 
terrifying war beasts are highly 
after by high-ranking Skaven as 

bodyguards and enforcers. 


CLAN ESHIN 


Far to the east is the land of Cathay, home to one oF 
mankind’s oldest civilizations. Beneath its ancient Ga 
the black-furred Skaven of Clan Eshin have made 
secret abode. The clan specialises in assassination, 
has acquired considerable knowledge in the art of 
from the fearsome shadow warriors of the orient. 
Members are trained from birth to become invisible. 
cold-blooded killing machines. Only the very best 
survive the lethal battery of tests that must be p 
before the novice — or Gutter Runner — becomes @ 
fully-fledged Assassin. 
Clan Eshin remains neutral in most of the 
internal power struggles that underpin the politi 
the Under-Empire. Its assassins are the unswervi 
loyal servants and secret police of the Council of 
Thirteen, and greatly 
feared by those 
know of their 
existence. No one 
who displeases the 
Lords of Decay is safe 
from the poisonous 
Warpstone weapons of these 
clandestine killers. 


CLAN SKRYRE 
The first decree of the Council of 
’ Thirteen (see How They're Organised) was the 
prohibition of magical study to all Skaven except 
strange prophets known as Grey Seers and the 


= 


A rat ogre, one of the many genetically engineered war beasts created by 
Clan Moulder. 
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Clan Skyre is comprised of Warlock Engineers, responsible for many 
bizarre and lethal inventions. 


embers of Clan Skryre. The Warlock Engineers of 
& clan are responsible for a variety of incredible, 
Z often insane, inventions (see Technology) which 
oy Warpstone as the source their of power. The 
erlord of Clan Skryre, Lord-Warlock Morskittar, is 
of the most powerful of the Council of Thirteen, 
was nominal ruler of the entire Under-Empire 
img the second Skaven civil war. 


AN PESTILENS 
mough all Skaven are regarded as harbingers of 
sue, the deliberate spread of disease by the race can 
largely attributed to the work of Clan Pestilens. One 
the original expeditionary clans, it was believed lost 
Lustria for many centuries. When its members 


returned to the Old World, they proclaimed themselves 
the true servants of the Horned Rat and demanded 
tribute from the lords of Skavendom. This sparked off 
the first Skaven civil war, which lasted over four 
hundred years. Clan Pestilens only relinquished their 
claim to total power when the council despatched Clan 
Eshin murder squads to eliminate their leaders. 

The overlord of Clan Pestilens, Arch-Plaguelord 
Nurglitch, was subsequently invited to try for a place 
on the Council of Thirteen and, after defeating his 
predecessor in a bloody duel, became the seventh Lord 
of Decay. The fanatical Plague Monks of Clan Pestilens 
now serve the Council using Warpstone to develop 
new contagions which are released onto surface 
societies by the stealthy assassins of Clan Eshin. 


Ill 
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OTHER CLANS 


Other noteworthy Warlord clans include Clan Mors — 
numerically the largest Clan and custodial owners of the 
City of Pillars — and Clan Rictus, the occupants of 
Crookback Mountain, who boast a disproportionately 
high population of the black-furred elite warriors known 
as Stormvermin. Clan Skruten, who have taken residence 
in the Imperial wasteland known as the Cursed Marshes, 
enjoy the patronage of Seerlord Kritislik, one of the most 
powerful Lords of Decay. 


Clan Skyre’s ‘Globadiers’ 
globes of Warpstone gas, 
‘poison wind’ at their enemi 


HOW THEY THINK 


The Skaven mind is a deadly combination of a rodent’s 
ferocious survival instinct and a deep intellect that is 
constantly turned to scheming and outmanoeuvring 
others. Their behaviour goes beyond mere self- 
preservation — betrayal appears to be an instinctive drive. 
The short life span of this race gives them little 
time for long-term interests, and immediate 
gratification is their sole motivation. This is often 
achieved at the expense of their subordinates and peers 
so as to attract the favour of their superiors. In order to 
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= power in the Under-Empire, a Skaven must 
ine physical prowess with sharp wits and utter 
ness. Bribery, blackmail, manipulation and 
ry are all acceptable tools in Skaven politics. 


T THEY BUILD 


Warlock Engineers of Clan Skryre are almost 

to the Dwarfs in terms of technical expertise and 
tion. Warpstone features heavily as the power 

in their machines and, predictably, their 

ions are incredibly dangerous. 

Among their many inventions is the Warplock 

il, a long-barrelled rifle that fires a specially 

d Warpstone shard. When this unstable 

ile strikes its target, it explodes in a blast of 
magic capable of punching through armour and 

me flesh to cinders. Another military innovation 
been the creation of the Warpstone gas known as 
wind’. This lethal vapour is trapped in 

spheres and hurled into the enemy’s 

by specially trained ‘globadiers’. 


Plague 
of Clan 

take their 
contagions 


she battlefield. 
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Perhaps most spectacular of all Clan Skryre’s 
innovations is the Doomwheel. This is a huge rolling 
war machine, driven by giant rats, which incinerates 
enemies with great arcs of warp lightning. 


HOW THEYRE ORGANIZED 


The central authority of the Under-Empire is the 
Council of Thirteen, an assembly of the most powerful 
Skaven. Twelve of these lords are high ranking Skaven, 
while the thirteenth place is symbolically filled by the 
Horned Rat himself. 
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The Lords of Decay, as they are known, are no 
exception to the Skaven propensity for intrigue and 
betrayal, but use entire Clans in their private power 
games. Neither are they exempt from the usual 
hierarchical structure of Skaven society. The most 
powerful Lords of Decay occupy the first and twelfth 
positions — at the right and left hand of the Horned 
Rat — whilst the sixth and seventh Lords rank lowest. 
Each Lord has the power to veto his opposite number, 
so courting the favour of both superior and 
subordinate Lords is equally important if one wishes to 
pass a new law. 

In theory, it is possible for any Skaven to 
take a place on the Council by first 
touching the Pillar of Commandments 
then challenging one of the existing 
Lords to a dual to the death. 

However, the members of the 
current council are ancient — 
possibly immortal — and have not 
changed since the manifestation of 
the Horned Rat centuries ago (see 
What They Believe). Although many 
have tried for a position, all have 
perished. 


WHAT THEY BELIEVE 


The Horned Rat is the Skaven’s foul creator-deity 

and the epitome of the Skaven psyche. Pictured as 
demonic rodent gnawing at the roots of reality, he 
delights in the convoluted schemes of his children. 

During the second civil war, Skaven society was on 
the verge of collapse. In desperation, the greatest seers 
assembled to summon their deity in a bloody ritual of 
Dark Magic and mass-sacrifice. Manifesting himself, 
the Horned Rat proclaimed that while treachery and 
manipulation are good and fitting, never again should 
the authority of the Lords of Decay be questioned. 

The will of the Horned Rat is interpreted by the 
Grey Seers, a prophetic priesthood comprising the most 
powerful sorcerers of the Under-Empire. Although 
technically unaffiliated to the interests of any single 
Clan Lord, their own primarch, Kritislik, is a high 
ranking member of the Council of Thirteen, which 
casts some doubt over their impartiality. 


57 e 
Although not renowned for their courage, Skaven amt 
easily stirred into a battle frenzy when in large groug 
They do not go to war to earn glory — they go to wa 
and go to great lengths to ensure that the odds are 
their favour. They are masters of sabotage and 
terrorism, particularly the elite killers of Clan Eshin. 
An enemy who wages war against the Skaven can 
expect to find his supplies ruined and water poisones 
his troops assailed by plagues, and his commanders 
murdered in their beds. 
All strata of society go to war. Slaves 
generally put on the front line as canna 
fodder, followed by the multitudinow 
clan rats. Black furred Stormvermin 
are the elite of the Skaven infantry 
machine. The Plague Monks of CI 
Pestilens are also important, 
working themselves into a frenzy 
before battle then rushing into the 
fray, carrying their vile diseases det 
into the enemy’s ranks. 
Clan Skryre’s presence on the 
battlefield is guaranteed to be the mo 
spectacular, with their Warpstone-power 
engines of destruction trundling forward to 
annihilate anyone foolish enough to come too clo 
Armoured knights hold no particular fear for the 
Skaven warlords, as many of their outlandish 
weapons employ noxious chemicals or foul 
contagions against which steel plating is less than 
useless. 


RELATED TOPICS 
Fall of the Dwarf Empire: See Great Events: 
“\ The Time of Woes. 

Dark. Magic: See Undead.. 

War with Lizardmien: See Great Events: The 
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CHAOS DWARFS 


THE SONS OF DARKNESS 


The power of Chaos corrupts seubing living under its shadow. Even the 
stalwart Dwarfs, among the most resilient to the effects of magic, have 
not entirely escaped its insidious touch. Beyond the Worlds Edge 
Mountains live an offshoot of this proud race who have thrown 
themselves whole-heartedly into the service of evil. 


TH) . Bi) KC INN! NG fire and shadow, and what little life existed there was 


blasted by an unnatural holocaust. Like their brethren 
in the Worlds Edge Mountains, the hardy Dwarf 
Dwarf sagas tell how, before the Great Catastrophe, the settlers managed to survive this chaotic apocalypse, 


Dewi race expanded northwards throughout the though they were not able to shelter from its mutating 
Worlds Edge Mountains, following seams of gold and energies. Over time they began to change. For the most 
ether precious minerals. part their bodies were unscathed, but their minds were 
The most impetuous of these explorers ventured slowly corrupted by the malevolent forces of Chaos. 
Seyond the mountains into the barren upland plateau All that was good and noble in the Dwarfs became 
Smown as Zorn Uzkul (literally ‘Great Skull Land’). bitter and twisted as they gave their souls to Hashut, 
Many turned back from this sterile region, which the Father of Darkness. No longer content to work 
effered nothing in the way of shelter or mineral their mines and forges themselves, they set about 


wealth, but a reckless few turned eastwards and pressed _enslaving members of neighbouring tribes, and 
== towards the Mountains of Mourn, eventually losing founded a dark empire built on the sweat and blood of 


eentact with their western kinsmen. other races. In their own tongue they gave themselves 
This proved to be an unfortunate choice, as the area the name of Dawi’zharr (literally ‘Dwarfs of the Place of 
Setween the two mountain ranges was extremely Fire’), but to the rest of the Warhammer World these 


exposed. When the Time of Chaos descended on the hateful, warped outcasts came to be known simply as 
Warhammer World, the region became a desolation of | the Chaos Dwarfs. 
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innumerable ranks of his brethren that have succum 
to this hereditary disorder. 

During the Time of Chaos the most physically 
transformed Chaos Dwarfs became Bull Centaurs, 
Chaos Dwarfs look almost identical to their natural __ effectively a race apart with powerful bovine 


relatives since Dwarf constitutions are better able to hindquarters and heavily muscled upper bodies. 
resist the physical effects of Chaos thatn those of many _ Although these rare creatures have retained their evil 
other races. Normally the only visible signs of intellect, they are unable to wield magic, and serve as 
corruption are long tusks protruding from their cruel the elite guard of the Temple of Hashut. 


mouths but, on rare occasions, a Chaos Dwarf develops 
bull-like mutations — horns, tails and cloven hooves. 
The peculiar form of dark magic practised by 

Chaos Dwarf sorcerers has a unique effect on their 
metabolisms, resulting in petrification of the flesh. This 
starts at the feet, eventually rendering the sorcerer The Empire of the Chaos Dwarfs lies in the region 
immobile, whereupon he must be carried from place to known as the Dark Lands, between the Worlds Edge 
place by his minions. When his body turns to stone he | Mountains and the Mountains of Mourn. It stretches 


becomes almost impervious to pain, from the borders of the Realm of Chaos in the far 
f but can do nothing but manipulate —_ north to the Desolation of Azgorh in the south. The 
4 the dark winds of magic by the Dark Lands is an unforgiving wilderness, ravaged by 
¥ sheer force of his will. Finally, volcanic activity that has robbed it of most vegetable 
thee when the strange affliction life but brought many precious minerals and fossil fuets 


reaches his head, the Chaos to the surface. This is essentially what drew the Chaos 
\ Dwarf becomes a statue and Dwarfs’ forefathers to the area. 
is placed along one of the Black volcanic glass is used by the Chaos Dwarfs & 
_ toads leading to the city of the construction of their baroque settlements, 
“\ Zharr-Naggrund, almost all of which are industrial centres, mines, 
joining the forges and factories, whose slaves toil 
constantly to rob the land of its natural wealth. 
Of the original mining colonies, the greatest was 
the Tower of Gorgoth, a black poisoned dagger 
sunk deep into the infertile earth of the south. 
Although its resources are now almost depleted, 
Gorgoth still operates as a slave labour camp, the largest 
of its kind, where many of those captured by the Chaos 
Dwarfs can expect to end their days. 
The only true city is Mingol Zharr-Naggrund 
(literally ‘The Great City of Fire and 
Desolation’), which lies to the north 
of the dark empire in the heavily 
mined Plain of Zharr. Surrounded 
by a constant miasma of black 
smoke and poison fumes, this 
colossal obsidian ziggurat is a 
monument to industrialisation 
gone mad. It sits astride the River Ruin, a 
waterway that the Chaos Dwarfs have 
extended as a great canal beyond the Falls of 
Doom, giving the city naval access to the 
Sea of Chaos. 
The frigid waters of the river are 
harnessed to power massive steam- 
driven engines, and cool the city’s forges that work day 
and night. Finally they are discharged from Zharr- 


if 


Chaos Dwarf warriors. 
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Seeerund’s south gate, carrying the toxic effluent of all CREATURES 


Lip 
ZHARR-NAGGRUND ‘GASH KADRAK_ 


= z Vale of Woe 
’ \ 
y : 
a , “% 
a=, 
‘ 


PLAIN OF ZHARR 


BLASTED 33 
WASTES 


‘ 
THE GATES OF ZHARR 
: é 


DARK ieee AS 


' ee: or 
LANDS ; THE S50 e 
— =e . HOWLING = 
: WASTES —*.. —_ 


-ee The Tower of ,' 


og GORGEOTH | 
iF 


ae ae n 
= S THE SENTINELS 
= a 
Q Sy 2b. 
i fA. ek. 
aa play Ta AN ae 
a 


The desolate empire of the Chaos Dwarfs. 
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CHAOS DWARFS 


= industry to the Sea of Dread. Millennia of mining, | Many Orc and Goblin tribes live in the mountainous 
sting and industrial experimentation have regions surrounding the Dark Lands and often find 
ssformed the Darklands from a barren but themselves the victims of Chaos Dwarf raids, although 
cuous wasteland into a poisonous desolation, on occasion the corrupt Dwarfs trade with the 

sable only by degenerate mutants and the grisly greenskins for captured human slaves. The largest 


population of Hobgoblins is found around Zharr- 


Naggrund. Reviled by other greenskins, these 
treacherous creatures have voluntarily sold themselves 
into servitude in exchange for protection against thes 


own kind. 
> The Dark Lands is also home to twe 
species of monster used exclusively by 
= the Chaos Dwarfs. The Great Taurus & 


\, a terrifying dragon-winged, fire- 

\ breathing, bull-like beast with flesh 
that glows red hot. Chaos Dwarfs cal 
them the Red Bulls of Hashut, and 
they are often ridden into battle by 
their mightiest warlords. 

The mighty Lammasu is another taurine 
monstrosity, similar to the Great Taurus but wits 
head that is distinctly Dwarf-like. Believed to bes 
rare mutation of the Bull Centaur, the Lammase & 
highly intelligent, and capable of belching cloua 
of reality-disrupting dark magic. 


Chaos Dwarfs are not a numerous people, yet 
their Empire is as large and impressive as that 
of any other race of the Warhammer 
World. To maintain their societs 
the Sons of Darkness have 
scoured the world for slaves 
to work in their many mine 
and factories. The slave 
population exceeds that of 
the Chaos Dwarfs many times 
\ over, but their regime is so 
| brutal that revolts are almost 
unknown. Labourers do noe 
live very long in such hars® 
conditions, and the Chaos 
Dwarf economy depends 
heavily on war to meet the 
demand for new prisoners. This 
makes the race as much a menace te 
> the denizens of the Warhammer 


<> 


? World as they are to its environment 
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Chaos Dwarfs go to war to increase them 
quota of slaves. 


The devastating 
| Decth Rocket. 


HOW THEY THINK 


* truly evil race that sees others only as slaves or 
secrifices to their malevolent god, Chaos Dwarfs are far 
s=moved from their hardworking and honest ancestors. 
Their behaviour is Dwarf-like, but always 
weasted. Ties of blood and loyalty are still 
srong, though the price of failure to comply 
woh their perverted code has been upgraded 
Som public disgrace to a torture and death. 
The most significant change brought 
spout by their exposure to Chaos is their 
sepacity to wield magic. The race is steeped in 
@erk sorcery and can no longer be regarded as 
he unwitting victim of Chaos, but its most 
willing and malevolent servant. 


WHAT THEY BUILD 


Chaos Dwarfs have retained the engineering 
sails of their untainted ancestors but are far 
more reckless in their industry, heedless of 
ssvironment cost or potential loss of life. 
Their newfound ability to wield magic has led 
® the decline of the Rune Smith (see Dwarfs) 
end the ascendance of the sorcerer engineers. 
Their insane experiments have yielded some 
surprising successes, particularly in the field of 
mass-destruction weapons. Among these are 
the chemically propelled and incredibly 
devastating Death Rocket, and the 
Earthshaker Cannon, a powerful artillery 
iece whose explosive projectile buries itself 
Seneath the ground before exploding, setting 
off seismic shock waves. 

It is common for practitioners of dark 
magic to tamper with nature in order to 
produce new breeds of creature — loathsome 


monsters and foul hybrids — to do their 

bidding. The Chaos Dwarfs are no 

exception, and among their many 
genetically engineered creations are the Black 
Orcs, an artificial species of greenskin (see Orcs and 
Goblins) bred to be stronger, more intelligent and better 
disciplined. The creation of these fearsome warriors 
was both a success and failure however, since many 
Black Orcs used their enhanced intellects to organize 
rebellions. 


HOW THEY'RE ORGANIZED 


The measure of a Chaos Dwarf lord is his sorcerous 
power. Few rise to greatness in the evil empire without 
at least some arcane knowledge. The more prosaic 
Chaos Dwarfs that make up the majority of their race 
are destined to serve as warriors, but still enjoy a much 
better standard of living than the innumerable slaves 
that form the bulk of Zharr-Naggrund’s workforce. 
The hierarchy of power in Zharr-Naggrund is 
difficult to assess. Like their relatives, Chaos Dwarfs are 
great respecters of age and wisdom so it is the older 


THE RACES 


members of their sorcerer-priesthood whose voices are 
heard first. The oldest living sorcerer is Astragoth, the 
High priest of Hashut, who has fought the ravages of 
petrification for over a thousand years. 

Each Chaos Dwarf sorcerer controls a district of 
the city holding his personal workshops and foundries, 
along with a population of Chaos Dwarf warriors and 
slave labourers. These dark lords come together at the 
Temple of Hashut to make their heinous plans, which 
invariably involve the acquisition of more slaves. 


WHAT THEY BELIEVE 


Having abandoned Dwarf ancestor Gods, the 
Dawi’zharr have taken to worshipping Hashut, a 
malign deity unique to this evil people. The 
Father of Darkness is portrayed as a great 

raging bull in the idols of his temple. This 
unholy cathedral is located at the very top of 
Zharr-Naggrund, guarded by the great Bull Centaurs. 
Sacrificial victims are cast into huge vats of molten 
metal, to the grim amusement of the priests of Hashut. 


Chaos Dwarfs have no need to expand their dark 
empire, which already contains more than enough 
wealth and resources for their meagre population. They 
do however have a constant demand for slaves, which is 
their principle reason for warring with other races. 

The Dawi-zharr make extensive 
use of their slaves in battle, primarily 
as cannon-fodder to soak up enemy 
missile fire while their own 
artillery weapons roar from 

behind a wall of 
unwilling bodies. Some 
of the slaves, notably 
Hobgoblins, are given 
greater amounts of 
responsibility in 
the war 
machine, 
however, to 
make up for 
the various 
shortcomings 
—no pun 
intended — of the 
slow moving, heavily 


A fearsome Bull Centaur. 
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A Chaos Dwarf sorces: 
riding a Lammasu. 


armoured Chaos Dwarf 

infantry. Hobgoblins riding fierce 
forest wolves provide light cavalry while their foot 
troops, with their preference for subterfuge and 
backstabbing, make excellent ambushers and saboteurs 
Among the best of these are the members of the 
Sneaky Gits tribe, whose treachery is legendary even 
among the perfidious Hobgoblins. While Chaos Dwart 
warriors engage the enemy from the front, the Sneaky 
Gits will move around to outflank them and set about 
butchering any available stragglers with their curved, 
poison-tipped daggers. 

The sorcerer-priests of Hashut make a devastating 
contribution to their army’s firepower, using their 
unique brand of dark magic to cause landslides, 
earthquakes and volcanic eruptions that rival even the 
destructive potential of their artillery. Chaos Dwarfs are 
without doubt the Warhammer World’s premier 
architects of destruction. 


RELATED TOPICS 
Dwarfs: See Dwarfs. 
Hobgoblins: See Orcs & Goblins. 
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The Dark Elves were born in a time of treachery and bloodshed. Once 
they dwelt in the light of Ulthuan; now they live in its shadow, driven to 
unspeakable acts of depravity by an ancient hatred. 


of those closest to him. They doubted that the 
offspring of such a sinister union could bring anything 
but bad luck to the royal line of Ulthuan. 

For this reason, the people were reluctant to allow 


er centuries, the High Elf Empire was a shining Malekith to take Aenarion’s place after his tragic death. 
on of civilization, rising from the Time of Chaos On hearing the news that Bel-Shanaar was to succeed 
bring order and harmony back to the Warhammer Aenarion, Morathi protested vehemently. Malekith, 
rid. The Elves had only temporarily averted however, declared that the choice was a good one, and 


trophe however. Shortly after they was among the first to pay homage to the new Phoenix 
blished colonies in the Old World, a savage civil King. 

wer broke out. In his youth, Malekith was a paragon of High Elf 
The instigator of this conflict was an upstart called —_ nobility — charming, courageous and intelligent. His 
ekith, whose damnation was presumed even before — magnanimity on being passed over for the crown 


Se was born. Malekith’s father, Aenarion, had trodden a earned him many admirers in the court of Bel-Shanaar. Rete g 


eck path in order to deliver his people from the first Like his father, Malekith was inclined to action rather 
Theos incursion. The death of his wife, Astarielle, than the pleasures of court, so he begged leave to 
ve him over the edge, transforming a once-noble further Ulthuan’s aims outside the island. He travelled 
ior into a grim-faced killer. Against all counsel, he —_ far and wide and was instrumental in forging the 
< up Widowmaker, the cursed Sword of Khaine, alliance between the empires of Elves and Dwarfs in 
ged its malevolence overshadowed his life thereafter. the Old World, and in keeping Chaos from Ulthuan’s 
When Aenarion remarried, his choice — the doorstep. 
Schwoman Morathi of Naggarythe — worried many However, his travels also served a darker purpose. 
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Unknown to his kin, Malekith was consumed by scattered throughout the world during the Time of C 
resentment and hatred, emotions that drew him to the and became mighty in the practice of the black arts. 
study of Dark Magic. He sought forbidden artifacts When he finally returned to Ulthuan, he began 2 
crusade against the Cult of Pleasure, a hedonistic 
religion that had become popular since the war a 
Chaos. Malekith correctly condemned it as a front 
for the Chaos god Slaanesh, and among those 
his witch-hunt accused were the Phoenix 
King Bel Shanaar and his own mot 
Morathi. The latter was indeed a 
devotee of the cult; rumour had & 
that she was its founder and he 
priestess. The king. 
had been framed. 
found dead, having 
own life in shame, acco 
to Malekith. 

Before anyone had 
chance to unravel the 
truth, Malekith declared 

himself regent and 
marched to the temple 
Asuryan to assert his 
divine right to rule. 
When Bel-shanaar’s 
bodyguard attempted 
block his passage to the 
Sacred Flame, they w 
savagely cut down by 
assassins. 
The holy fire would 
tolerate the body of an 
upstart who had the bl 
of the rightful king on 
hands, though. As soom 
as Malekith entered 
flame, his body was 
blasted by a holo 
of power. What emerged 
a charred abomination, 
unrecognisable as an 
Elven noble. All his 
could do was flee back to 
¢  Naggarythe with the ruined 
body of their master 
and make ready for the 
4 war that would surely e 
in the wake of their crimes. 
Sometime later Caledor, 
grandson of Caledor 
Dragontamer (see High Elves. 
was crowned Phoenix King” 
decisive warlord, Caledor 
immediately mustered 


A Witch Elf — one of the frenzied female 
disciples of Khaine. 
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Dark Elf cities are chill places of cruelty, 
violence and death. 


Time and again, the insane followers of 
Malekith were thwarted by the heroism of 
Caledor and the loyal armies of Ulthuan. 
Finally, the Witch King decided on a course 
of action that eclipsed all of his previous 
schemes in the scale of its madness. 
Gathering his greatest wizards, Malekith 
attempted to undo the magical energies of 
the Vortex and once more unleash a tide of 
Chaos on Ulthuan. 

This cataclysmic act of sabotage — 
referred to in the High Elf chronicles as the 
Sundering — shook the island realm to its 
foundations. Large sections of Ulthuan sank 
beneath the waves as the fabric of 
reality began to unravel and daemon- 
spawned horrors were revisited on the 
High Elves. 

The Sundering might well have 
been the end of the noble race were it 
not for the timely 


Yel High Elves and prepared to battle his 
eacherous kindred in Naggarythe. The 
eachery went much deeper than 
slekith’s kingdom of birth, however. 
Soon the whole of Ulthuan was split by 
awl war. 

Using his unholy powers, 
Welekith was able to recover his 
erength and take part in the 
Seughter. Nothing could be done 
= heal his horribly scarred flesh 
However, so a great suit of black 
=mour was forged for him. 
Wagically fusing to his body, it 
encased his hideous frame forever. 
The lord of Naggarythe was now as 
Neathsome in appearance as he had 
sways been in his heart. From 
what point on he became known 
=s the Witch King. 

War between the two 
Sections raged for centuries. 


An executioner — city guard 
of Har Ganeth. 


127 


THE RACES 


intervention of the guardians of the Vortex — the 
immortal wizards who dwelt in the heart of the 
magical maelstrom. Turning the power of Chaos back 
on itself, the guardians smashed Naggarythe with 
waves of power and annihilated Malekith’s army. 
The survivors of this devastating counterattack 
were forced to flee Ulthuan aboard ‘Black Arks’, 
magically created from the fragments of their 
shattered kingdom. In the chill land to the north of 
the New World, these exiles settled and, fuelled by 
their vast reserviors of inexorable hatred, they set 
about the business of creating a dark kingdom that 
would someday rival the power of Ulthuan. 
From that day to this — almost five 
thousand years by Imperial reckoning — 
the two races have been at war. Their 
mutual loathing is as enduring as 
the Elves themselves. 
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In its raw state, magic blows from the Realm of Chaos 
like a dark wind. It is only after it has been diffracted 
by the Vortex that it becomes stable enough to use 
safely. It was Malekith’s delving into Dark Magic that 
defined the Dark Elves as a race. Although the High 
Elves were aware of its existence, they had long since 
decided that it was too dangerous to harness. Once 
Malekith had mastered this sinister power, he set about 
instructing his disciples in its use, ensuring that their 
spirits would be forever tainted. No being attempting 
to plumb its depths can hope to avoid corruption. As 
a race, the Dark Elves have more practitioners of this 
dark sorcery than any other, and are unparalleled in 
their mastery of it. 
Dark Magic is the tangible shadow of High 
Magic, the benevolent sorcery of the High Elves. It & 
attracted to places of horror, where it draws more ana 
more darkness to itself until it finally becomes tangible 
in the form of Warpstone (see Skaven). Necromancy is 
an offshoot of Dark Magic, as are the sorcerous 
sciences practised by the Skaven and Chaos Dwarfs. 
Only thoroughly evil individuals would consider 
wielding its power, for its only purpose is to increase 
suffering and destroy life. 


APPEARA, 


Physically Dark Elves are almost indistinguishable from 
other Elves. Their skin is corpse-pale, which imbues 

their cruelly aristocratic features with a cadaverous 

beauty. This is offset by their 
unmistakeable aura of 
wickedness. 

Perhaps due to 
centuries of dealing in 
Dark Magic, the near- 

immortal Dark Elves seem 
to have lost the gift of 
eternal youth. The matriarchal 

priestesses known as Hag 

Queens are among the most 
ancient denizens of Naggaroth, 
and would be wizened old crones 
were it not for their unholy annual 
ritual of immersing themselves in warm 
blood which ensures that they remain as beautiful as 
young maids. 
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Naggaroth is a cold, sterile land, as cruel and forbidding as the Dark Elves who have made their home there 
Few outsiders have set foot on its shores and lived to tell the tale. 
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TERRITORY _ 


aroth (literally “Land of Chill”) is a cold, sterile In almost every aspect, Dark Elf society is a cruel 

ntry located in the north of the New World. It takes _ perversion of High Elf culture. Where the latter are 
name from the Naggarothi, the people of Nagarythe. noble, altruistic beings, the former delight only in 
aroth is cruel and unforgiving, consisting of dark unleashing destructive energies and inflicting all 

me forests, frozen fields and ominous mountain peaks. | manners of suffering on the world. 

the south, the hard Titan Peaks separate the land Building a kingdom in the barren land of 

m the tropical jungle of Lustria, while in the far Naggaroth has not been easy and, in order to swell 

h it joins the horrific desolation known as the their meagre labour force, the Dark Elves have scoured 
Im of Chaos. 

The entire Dark Elf population of Naggaroth lives 
thin six dark citadels, the mightiest of 
ich is Naggarond, the 
ver of Cold. This city is 
home to Malekith the 
itch King. It is a place of 
peakable evil, where the 
ams of sacrificial victims 
sssonate through its one hundred 
Sewers day and night. South of this 
bolical capital is Har Ganeth, the 
ity of Executioners. Here the 
‘citizens rejoice in a never-ending 
ergy of death and it is said that the 
Streets are awash with the blood of 
‘heir victims. 

The northernmost city is Ghrond, a 
single barb-like tower on the threshold of 
Chaos. The wardens of this tower watch 
the shifting patterns of unreality that swirl 
fom the Realm of Chaos and try to divine 
Sortents from them, which are immediately 
@ansmitted to the Witch King. 

For those unfortunates who are brought 
® Naggaroth in chains, the first port of 
eall is Karond Kar, the Tower of Despair. 
There, endless lines of hopeless slaves are 
beaten through its streets while huge jeering 
crowds gather to enjoy their suffering. 

Many of those who are not sacrificed or tortured to 
death for the pleasure of some Dark Elf lord or lady 
will be sent to work in the dreadful mines and quarries 
of Hag Graef, the Dark Crag. Beneath the city is a vast 
labyrinth of water-filled caverns, known as the 
Underworld Sea, which houses strange and unique 
saces. This waterway provides the Dark Elves with 
secret access to the lands far to the east, giving them a 
formidable advantage in their naval conquests. 

The grim pine forests that surround Clar Karond, 
the Tower of Doom, are peopled by slaves. They work 
to provide timber for Naggaroth’s main warfleet, which 
is harboured in this dreadful cityport. 
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Their treatment of their own kind is 
only marginally better. Dark Elves do 
not understand the concepts of love ame 
loyalty as other races do, having long age 
replaced them with naked lust and 
government by fear. 


HOW THEY THINK 


Few races can match the sheer cruelty of the 
| Dark Elves. They inflict pain and sufferingfor 
no reason other than it gives them pleasure. 4° 
least the foul devotees of Chaos claim some 
quasi-religious motive for their atrocities, but te 
Dark Elves need no such excuses. Evil is not a meams 
to an end for this race, it is an end in itself. The people 
of Naggaroth are driven by the emotions that thei 
cousins in Ulthuan have fought so long to 
restrain: hatred, fear and bloodlust. It is wonée= 
that such a perverted people could maintain = 
cohesive society for as long as they have. 
Perhaps it simply an abiding hatred of their 
High Elven kin that keeps the race together. 


READING AND WRITING 


The elegant language of the High Elves has mutated 
over the years. The noble poetic tongue of Eltharin & 
now employed only in curses and diabolic hymns in 
praise of Khaine, the lord of murder. The 
runes that feature on Dark Elf war 
banners are always inflected to 
transmit their direst meanings. 
The most common are 
Thalui, Elthrai, Oriour ane 
Urithair, signifying 
hatred, doom, blood 
and destruction. 


the world for races to enslave. To be captured by 
Dark Elves is possibly the worst fate that 

can befall an inhabitant of the 

Warhammer World. Death is the 

only reward a slave can expect 

from this callous race, and 

the very best one can 
hope for is that it 
comes quickly. 


Urian Poisonblade, an 
infamous Dark Elf champion. 


WHAT THEY BUILD 


The Dark Elves employ their foul sorcery-science to 
best effect in their engines of war. Most impressive are 
the Black Arks — structured hybrids of island, fortress 
end warship, kept afloat by potent Dark Magic. 
Beneath the surface of these behemoths are cavernous 
chunks of land where terrible sea monsters are allowed 
breed. The Dark Elves magically bind these 
Sergantuan creatures to their will, and train them on a 
Get of drowning seafarers. 


HOW THEYRE ORGANIZED 

The dark lord of Naggaroth is, and always has been, 
Malekith the Witch King. His mother Morathi, who he 
long ago denounced as a traitor before the royal 
council of Ulthuan, is now his only trusted adviser. The 
balance of masculine and 
feminine power A 
Sendamental to the / 
éual throne of f 
Ulthuan is reflected / 

im Dark Elf society. 
Although there is 


Dark Elf Scouts are 
keen-eyed killers. 


no female ‘ 
monarch as such, | = 
the high | 


priestesses of \ 
Khaine, the Hag 
Queens, are \ 
extremely important 
members of the N 
hierarchy. \ 
Power struggles 
emong the lesser nobility 
ere normal in Naggaroth. A 
Dark Elf lord or lady whose 
pride has been injured will 
tvariably respond by sending 
assassins to dispatch the offending 
party and have their family thrown 
mito slavery. Since all Dark Elves are 
descended from noble stock, there is no 
legitimate line of ascendancy. Treachery 
end murder are the only available means 
by which one can advance in Dark Elf 
society. 


WHAT THEY BELIEVE 
All the old gods of the High Elves have been 
abandoned by the denizens of Naggaroth bar one — 
Bhaine, the Lord of Murder. For the Dark Elves, 
Khaine is the embodiment of wild passions, 
bloodletting, cruelty and violence — the things closest 
eo their black hearts. In a sense, he is the father of this 


odious race, since it was his unholy sword that led 
Aenarion down the path of damnation culminating in 
the birth of Malekith. 

All ritual worship connected with Khaine is dark 
and cruel, and his altars run perpetually with the fresh 
blood of terrified victims. These sacrifices are presided 
over by the all-female priesthood of Khaine. The 
acolytes of this cult, the Witch Elves, are the most 
voluptuous and beautiful of Dark Elf maidens, and the 
most cruel and bloodthirsty. Screaming devotion to 
their fell lord, they tear the still-beating hearts from 
helpless prisoners before falling on the bodies to gorge 
themselves on flesh. Once a year, on the festival of 
Death Night, the Witch Elves run amok through the 
streets of Naggaroth, dragging terrified citizens 
from their homes to be sacrificed in the 
Temple of Khaine in a night-long 
orgy of murder. Occasionally a 
baby boy will be spared 
by these sadistic 
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sirens and initiated into the Cult of Assassins — the only 
male adepts of Khaine’s Temple. Among the most 
proficient killers of the Warhammer World, from 
infancy they are schooled in many lethal martial arts, in 
disguise and concealment, and in the use of poisons. To 
earn the displeasure of the Hag Queens is to recieve a 
visit from one of these shadowy murderers. 


BATTLE PLANS 


All Dark Elves, regardless of age or gender, are ready 
and eager to go to war. It is the best-loved of the many 
blood-sports that they enjoy. Males and females are 
equally skilled in combat. Those rare few who do not 
have the inclination to wade into the gore of battle are 
generally practitioners of Dark Magic, who prefer to 
tear their opponents apart with sorcery. Pacifists have 
no place in Dark Elf society, except perhaps as the star 
victims of some particularly slow and agonising 
‘entertainment’. 


Harpies are creatures of Chaos that are often found 
in the mountains of Naggaroth. 


ALE 1s 


Despite their love of slaughter, Dark Elves avoid 
head-on confrontations, preferring to wear their 
opponents down with hit and run attacks and lethal 
volleys of crossbow bolts. Only when their enemies @ 
depleted, weakened and demoralised do the Dark E 
close in for the kill. A defenceless foe is always 
preferred, especially one who begs for a mercy that Be 
has absolutely no chance of receiving. 

The armies of Naggaroth are formidable, consist 
of highly-disciplined regiments of heavy infantry an 
deadly accurate crossbowmen, supplemented by fast 
cavalry and a vast array of specialist troops. Cold One 
Knights are the elite super-heavy cavalry of the Dark 
Elves. The ferocious reptiles that they ride into battle 
are found all over the New World, and have a tende 
to bite the heads off more conventional steeds. 

The temple of Khaine sends its Witch Elves out = 
every major battle, where they honour their lord with 
acts of unspeakable brutality. Imbibing poisonous hem 
to induce a trance-like frenzy, these lascivious 
murderesses are always first into the fray, screaming 
battle cries of near-orgasmic pleasure. Deadlier still ane 
the temple’s Assassins. These stealthy killers often 
secrete themselves inside units of regular troops, 
springing unexpectedly from the ranks to butcher 
enemy commanders with their poisoned weapons. 

At sea, the Dark Elves are a match for their High 
Elf rivals, even though their navy is a scant reflection 
Ulthuan’s. Their meagre fleet is supported by the 
terrifying Black Arks, however. These floating fortress 
can be moored beside an enemy land, where they 
become a stronghold from which the Dark Elves cam 
mount a full landborne invasion. 


» RELATED TOPICS 
High Elves: See High Elves. 

Morathi: See Heroes & Villains. 

Dark Magic: See Welcome to the World of 

Warhammer; Undead. 
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BANE OF LIFE 


In civilization’s shadow lurks an ancient and evil intelligence that has 
not drawn breath for millennia. When the winds of Dark Magic blow 
across the earth, the dead grow restless. Baneful spirits howl in the night, 
and legions of corpses rise from the cold bowels of the earth. The heralds 
of Nagash walk abroad, and their message is Death. 


pact with Death itself and found that the secret of 
immortality hides a dreadful price. 
The black art of Necromancy is a sorcerous science 


The Warhammer World is a violent place, and those concerned with reanimating the dead. Its practitioners 
who die of old age can count themselves lucky indeed. _ seek a state of everlasting unlife, and are able to raise 
For some individuals however, a mortal lifespan is not the remains of others to serve as their slaves and also 
enough and they will go to any lengths to get more. their warriors. 

Since the dawn of civilization, many have tried for The first and greatest of these Necromancers is 


Sagevity with strange potions and bizarre rituals. Most | Nagash, Supreme Lord of the Undead. His story is the 
Save been unsuccessful, but some have made an unholy __ history of the Undead. 
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Some two thousand years before the birth of Sigm: 
the ancient civilization of Nehekhara dwelt along t= 
banks of the Great River to the east of modern-day 
Araby. The Nehekhara were preoccupied with death 
and the afterlife, and their wealthy priest-kings 
constructed elaborate mausoleums to house their 
embalmed bodies. These pyramid tombs contained 
many rooms, accommodating the deceased lord’s 
treasure horde, his guards, his faithful retainers and 
even his family — all ritually killed so that they mig 
accompany him on his Great Journey into the next 
world. In time, the numerous pyramids were linked 
together with roads and bridges and became vast 
Necropolises, Cities of the Dead. 

Nagash was a noble scholar of the Nehekhara » 
was not satisfied with the vague promise of an eterm: 
afterlife, and desired only to extend his life in this 
world. An accomplished sorcerer, he devoted his e 
waking hour to the search for the elusive Elixir of 
After extracting the secrets of evil magic from capturt 
Dark Elves, his arcane experiments became increasing 
depraved. Eventually he was shunned by all but the 
most insane nobles, who were drawn to his obsessio= 
like moths to a dark flame. 

After years of failure, their loathsome research 
finally bore fruit. Nagash and his disciples created a 
potion from distilled blood that enabled them to 
time. The only side-effect of this miraculous beverage 
was that those who depended on it began to shun the 
searing light of day. The blood-addicted immortals 
were forced to go about their ghoulish business at 
night. Nagash himself took to living in the greatest 
necropolis, and had a huge black pyramid erected 
dwarfed all others. 

It was not long before their foul activities were 
discovered. The priest-kings of the Nehekhara states 
were so outraged that they united to drive the night 
stalkers from the realm. The disciples of Nagash 
possessed immense and unholy power, but could not 
hope to prevail against so many. Most perished, some 
went into hiding, and others escaped with their mz 
As he fled across the Worlds Edge mountains, Nagas 
swore a terrible vengeance on Nehekhara, vowing to 
return and scour it of all life. 

Driven by his all-consuming hatred, Nagash 
stumbled into the mountain region known as Cripple 


y) Nagash, supreme lord of The Undead. 


138 


UNDEAD 


Yeak. Here, a huge Warpstone meteorite had 
armed the surrounding area into a polluted, 
esolate waste. Under the influence of this 
asidious material, Nagash changed, 

oughing his mortal flesh and becoming an 
derration that was neither dead nor alive. 

e mutated savages that lived in the area 
orshipped him as a god, and he began to 
eplenish the ranks of his servants. 

The evil scholar quickly realized the 
alue of Warpstone in the practice of Dark 
agic, and set his minions to work mining 
vicious stuff. He also had them construct 
mighty fortress beneath Cripple Peak, 

nich became known as Nagashizzar, the 
arsed Pit. From there he continued his 
adies into the dark arts. It was during this 
exile that Nagash finally perfected the craft 
Necromancy, enabling him to command 
dead to rise and do his bidding. 
Centuries passed in his lifeless realm, and 
> ranks of his cadaverous horde swelled to 
scome an Empire. The flame of vengeance 
1 burned in his soul however, and he 
ecided to lead his armies back to the land 
his birth, and lay it to waste. The 
Nehekhara people had grown strong in his 
esence, though. No longer a scattering of 
sading kingdoms, they had become a great 
spire under their warrior-king, Alcadizaar 
= Conqueror. 


A skeleton legion advances. 


When the mighty forces of Nagash and Alcadizaar 
clashed, it was the dark lord’s armies that faired the 
worst. Howling his frustration to dark gods, Nagash 
resolved to find a less confrontational way to destroy 
his enemies. With the assistance of the rat-like Skaven 
— who he paid in Warpstone — Nagash assailed 
Alcadizaar’s people with hideous plagues, and 
polluted their rivers. 

The great civilization fell apart in a wave of 
pestilence, and could do nothing to resist the hordes 
of Undead when next they attacked. Alcadizaar was 
captured alive to await whatever vile tortures his 
enemy could contrive. Meanwhile, Nagash went into 
the battlefields to reap a black harvest that gave him 
the largest army the Warhammer World had ever seen. 
When he had raised the last corpse, the exhausted 
Necromancer retired to Nagashizzar to take the time 
needed to recover. 

Realizing the sheer scale of Nagash’s power, the 
Skaven began to doubt the sense of their alliance with 
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the Great Necromancer. Clearly their usefulness to him 
would soon come to an end, and they could not hope 
to prevail against his Undead horde. They also knew 
that Nagash was recuperating, and might never be so 
vulnerable again. Rather than risk one of their own, the 
Skaven entered Nagash’s stronghold and freed 
Alcadizaar. They gave the bewildered king the magical 
Deathblade, a weapon of such unholy power that even 
daemons shrivelled at its touch. They did not mention, 
however, that the Warpstone it was forged from would 
eventually kill the sword’s wielder too. 
Psychically guided by the Council of 
Thirteen (see Skaven), Alcadizaar 
confronted his enemy once again. 
After a titanic battle, he struck 


the necromancer down and hacked his body to 

the evil lord’s second death. The Skaven rushed im 

seize Nagash’s domain, and hurriedly threw his 

on a pyre of Warpstone. One of the Necromancers 

hands evaded them 
however, scuttling like = 

spider into the shadows 

doomed Alcadizaar st 
screaming into the wildemes: 

carrying the Crown of Nagas= 

Warpstone blade torturing his 
and soul. 

Because the Skaven carelessly 
overlooked both crown and hand, Nagas® 
had not been completely destroyed. It was a= 

oversight that would cost them dearly. Some 
1,111 years passed, and in that time the S 
all but depleted Nagashizzar of Warpstone. 
One day, a dark stranger appeared at the 
of the fortress. The portals opened at his 
command, and the Skaven who rushed te 
=. attack the interloper fell dead at his 

glance. He swept through the tunnels 
~ Cursed Pit and the rodent-men died. 
the time the sun’s bloody rays touched - 
the land known as the Desolation of 

Nagash a day later, not a single Skaven 
survived. 

Master of his own realm once more, 

Nagash set about raising another Undead hes 

This did not take him long, since corpses were 
plentiful. Next he resolved to find his crown, 
which had enhanced his sorcerous powers before 
his second death. It had passed from the 
tormented Alcadizaar to a mage by the name oF 
Kadon. He had used its power to found his 
~ own Undead Empire, a legacy which he 

passed on to his son Morath. Unfortunat 

for Nagash, Morath was defeated by the 
Emperor Sigmar, and the crown fell into the 
possession of the Empire. 

Once more the millennia-old 
Necromancer prepared to do battle with 
armies of Mankind. At the Battle of the 
River Reik, his cadaverous legion 
clashed with the might of the Empire. 
and he came face to face with Sigmar. 
The ensuing battle raged for hours. 
Finally the Necromancer’s poisonous 
rune blade dealt the Emperor a 
heavy blow but, as Sigmar 

started to lose his grip on 

consciousness, he found the 
strength to bring his 


warhammer down in a mighty arc that smashed the 
ark lord’s hideous skull to fragments. 

This was Nagash’s third death, and it took him 
1.666 years to achieve his next unholy incarnation. 
oday he sits brooding on his throne of skulls. No 
Jonger does he venture out into the world to lead his 
egions in battle — he has learned a bitter lesson about 
sution from the short-lived mortals, and has no wish 
> repeat his failure. 

From his shadowy fortress, the Great Necromancer 
eams of the unholy glory that once was, and of the 
esolation that will someday come. The fires of 
vengeance still burn coldly in his unbeating heart. 


Biology is not the best term for creatures that are not 
alive. The kingdom of undeath covers a fearsome 
variety of loathsome beings. Some are nothing more 
than puppets, while others are insubstantial spirits 
cursed to remain in the realm of the living. Binding 
them all together is Dark Magic, sometimes in the 
form of Necromancy, and sometimes as Warpstone. 


THE RESTLESS DEAD 


— — — The bulk of most Undead armies consists of 

a i 7 unearthed corpses animated by the will of a powerful 

* a & O'S 8'@'e 8: Necromancer. a rotting re of the ne 

- > “ae : : deceased become shambling Zombies, while long-dead 
_ bones are reconstructed as Skeleton warriors. These 
=. mindless minions are incapable of independent 
thought, and are bound to the will of the one who 
raised them. All that remains is the memory of how 

to fight and kill. 

In ancient times, it was customary for tribes 
to erect great barrow mounds for their mightiest 
fallen warriors. These champions were buried 

with their armour and weapons, and strange 
enchantments were cast over them to ward 
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Skeleton warriors. 
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eainst grave robbers, so that they might rise up and 
wack if their eternal rest was disturbed. These Wights, 
s they are known, are highly sought after by 
omancers as battle lords for their armies. 

In the pyramid mausoleums of Araby and the lands 
the east, the dead were also warded with grim magic 
ad ancient curses. Perhaps because of this residual 
wer, these embalmed Mummies make very powerful 
adead servants. Whilst most are mindless, some of the 
ient Tomb Kings have retained their evil intellect 

ad still hold court in their sepulchral palaces. 


NGEFUL SPIRITS 


5 two races agree about what becomes of a mortal’s 
it when it departs the body. It is clear though that 
nose who die in particularly horrific circumstances can 
ittingly attract Dark Magics and find their souls 
ound to the earthly realm. 

The most common are Ghosts, often found silently 
ifting over the aftermath of a bloody battle. These 
tangible apparitions have very little influence on the 
calm of the living, save perhaps the power to terrify 
ose who see them. Wraiths on the other hand are far 
ore dangerous. Those who fail to master the arts of 
Dark Magic can find themselves its victims, slowly 
rained of life until only a hate-filled phantom 
emains. The touch of these evil spirits chills the soul, 
raining away a mortal’s vitality until he too becomes 
othing more than a baneful shadow. Only the most 
powerful Necromancer can bind these shades to his 
land force them to do his bidding. 


E VAMPIRE LEGACY 


e original disciples of Nagash, who abandoned 
heir humanity in the pursuit of eternal life, continued 
= change in the absence of their dark master. In order 
~ maintain their unholy vitality, they require an 
endless supply of blood. Their dark thirst has 
transformed them into half-human Daemons, with 
tong sharp teeth for puncturing the veins of their 
mortal victims. They cannot abide daylight and, 
‘sccording to popular folklore, will shrivel before a 
holy symbol. Other than this, only their deathly pallor 
marks them as being different from ordinary humans. 
Vampires are super-humanly strong, and can 
change their appearance to seem beautiful and 
Beguiling. Of all the Undead, they are uniquely able 
to live within the domain of mortals. To this end, 
many Vampires have infiltrated the aristocracies of 
mortal kingdoms, where they can prey on the peasant 
classes without attracting suspicion. They see mortals 
as nothing more than cattle to be milked of their life- 
sustaining juices. Most are drained to death but, on 
occasion, a Vampire bestows the ‘gift’ of eternal life 


on a victim, propagating the Vampire line. 


THE PATH TO DAMNATION 


The way of the Necromancer is one of eternal 
loneliness. Shunned by civilization, with only the dead 
for company, only the most desperate or depraved seek 
this route. When Death finally comes for these evil 
mages, those that lack sufficient power are dragged 
screaming to the netherworld. Only those who have 
totally mastered the black arts can hope to receive the 
dark gift of unlife. These chosen few become Liches, 
the most powerful Lords of the Undead. Nagash 
himself is the greatest of these creatures, and is 
unmatched in his skill at Necromancy. 

Necromancers are not the only living creatures that 
favour the company of the Undead, however. The 
corpse-eaters known as Ghouls are almost always found 
with them. During his exile, Nagash discovered these 
hideous man-beasts at Cripple Peak. Originally human, 
the proximity of Warpstone twisted their bodies and 
minds, turning them into feral cannibals. It is said that 
any person who commits the sin of eating the flesh of 
their own kind will become one of these loathsome 


carrion-eating creatures. 
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The folklore of the people of Araby is full of take 
of evil spirits and walking dead. The great, ancient 
Necropolises of this region still stand, mockeries of 
Wherever the winds of Dark Magic blow, the Undead cities whose unliving populations go about their 
can be found. The site of the long-dead Nehekharan _ business in a grim parody of life. Nagash himself sav 


civilization has been shunned by sane-minded rules this evil realm with an iron fist, from the 
mortals for centuries, but those who actually seek to cavernous Nagashizzar. 

become Necromancers make a pilgrimage to this A particularly high concentration of Warpstone 
Land of the Dead. the Old World area known as Sylvania has brought 
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Undead menace to the heart of the Empire. Their 
numbers are kept in check by frequent crusades, and by 
practices like burying the dead face down, so that they 
will burrow downwards rather than rise to the surface! 

Even in the remote jungle kingdom of Lustria, the 
dead have made an outpost. The vampire Luthor 
Harkon was unwittingly brought to its shores by Norse 
raiders some fifteen centuries ago. He now rules a dread 
colony known simply as the Vampire Coast. 


The culture of an Undead kingdom reflects the 
temperament of its necromantic sovereign. The dusty 
tomb cities of the Land of the Dead are very different 
from the gothic finery of the Sylvanian Vampire 
Counts. The population of the dead outnumbers that 
of the living many thousand times over. There are 
many communities of Undead scattered throughout the 
Warhammer World, each more sinister than the last. 

Only the Greater Undead — Liches, Vampires and 
the Tomb Kings — truly act on their own volition. 
Without the malevolent guidance of a Necromancer, 
the others simply wander areas of Dark Magic, preying 
on unfortunate mortals. 


HOW THEY THINK 


The path of the Necromancer is a dark one, but not all 
who set foot on it were originally evil. Sometimes the 
best intentions lead a person to necromancy. The 
Vampire lords of Sylvania have been as different from 
one another as any mortal rulers. Vlad von Carstein, 
the first of their line, was a man of dark nobility and 
savage passions. His love for his mortal wife, Isabella, 
was great, and only reluctantly did he give her the dark 
eift when she lay dying from a wasting sickness. It is 
said that he had a certain fondness for mortals, much 
like a farmer who lovingly raises prize cattle. 

By contrast, Vlad’s successor Konrad von 
Carstein was utterly insane. He brought a bloody 
reign of terror to Sylvania that forced the entire 
Empire to rise up against him. Mannfred, the last of 
the von Carstein line, is far more subtle in his 
wickedness. There are now few who believe he 
still resides in Castle von Drak. 


Necromancers are disciples of Dark 
Magic who have traded their 
humanity for an eternal half-life. 
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HOW THEY'RE 
ORGANIZED 


All Undead domains have a hierarchy of 
power, with ultimate control in the hands 

of a single Necromancer or Greater Undead 
lord whose word is law. The empire of Nagash 
remains the largest and mightiest of these 
realms, but there are many other Undead 
lords with independent domains. 
The renegade Tomb King, 
Settra, actually succeeded in 
defeating Nagash, and his 
Undead fleet has harried 

the coasts of the Old World 

for centuries. The Vampire 
aristocracy of Sylvania is not 
unlike that of mortal provinces. Indeed, since the 
majority of Vampires are not actually versed in the art 
of Necromancy, they must often rely on mortals to be 
their vassals. 

It is of course possible that these independent 
realms exist only at the whim of the Great 
Necromancer. Perhaps one day he will choose to 
reunite them under his dark shadow and bring death to 
the world. 


The Undead are, arguably, the greatest threat to life in 
the Warhammer World. Even the dread followers of 
Chaos are living creatures, albeit utterly damned ones. 
The dream of Nagash is one of total destruction. He 
will not rest until no living thing stirs in a desolate 
world that is inhabited only by dead puppets serving 
his every whim. 

His armies are truly fearsome. The dead feel neither 
pity nor remorse, they fear nothing, and they have no 
need of sleep. Every shambling corpse that is knocked 
down can be easily replaced, and every enemy casualty 
replenishes the endless ranks of skeletons and zombies. 

Humans are the most common puppets used by 
necromantic warlords, but they are by no means the 
only ones. Nagash himself is known to have raised the 


putrid carcass of a great dragon and used it as a war 
steed. Relentless and indestructible, the legions of 
Undeath have been beaten time and again, merely to 
return in greater numbers. That which does not live 
cannot truly be killed. 
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ORCS & GOBLINS 


BRUTAL, SAVAGE MARAUDERS 


While the Eternal Battle between Civilization and Chaos draws the 
Warhammer World's armies to one side or the other, one race finds the 
time to make war on everybody. Orcs and Goblins do not go to war for 
political or religious reasons — they do it simply because they enjoy it! 


however, refused to join together against this new 
alliance and their scattered war bands were slowly 
driven out of much of the Old World. 


‘History does not record when the tribes of Orcs and Some three thousand years earlier, many tribes of 
Goblins first appeared in the Old World. As long as greenskins living to the east of the Worlds Edge 
‘Man has lived there so have the Orcs, and at no time Mountains had been forced into servitude by the Chaos 
have the two races ever been at peace. Before the time Dwarfs. Unfortunately Orcs are too unruly to make 
‘of Sigmar, Orcs and Men occupied roughly equal good slaves, and the majority revolted, creating new 
amounts of the Old World. Both races expended as and more advanced tribes. Only the Hobgoblins 
much energy fighting amongst their own kind as they remained in the service of the Chaos Dwarfs, 
did against each other, so it was almost impossible for principally because other greenskins cannot stand the 
either side to establish permanent settlements. sight of them. 

All that changed when Sigmar brought the human Orcs and Goblins remain on the threshold of 
tribes together under his leadership and established the _ civilization, waiting for the strange preternatural urge 
confederation that later became the Empire. The Orcs, that drives them to war. 
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tures 
known collectively as ‘greenskins’. All members of this 
family share a remarkable physiology. Their green flesh 
is waxy and resilient, becoming tougher and scabbier 
with age. The dark, pungent and surprisingly thick 
ichor that serves them as blood may account for their 
high resilience to disease and other ailments. Most 
impressive of all is their nervous system, which does 
not register pain and shock like other humanoid races 
—an Orc warrior is quite 

capable of fighting on after 

losing a limb, and boasting 

about it afterwards. 

Greenskins are omnivorous, 
with incredible digestive systems 
capable of coping with anything they 
put into their mouths. Cannibalism is 
not unknown, and a tiny Goblin can find 
itself snatched up as a tasty snack by a 
hungry Orc. 

Assessing the life span of this race is 
difficult since they rarely live long 
enough to die of old age. Their 
reproductive system also remains 
largely a mystery, as is the method 
of determining the particular 
gender of an individual — if indeed 
Orcs and Goblins actually have 
genders as other races do. 


ORCS 


The largest of the greenskins, Orcs range 
from six to seven feet tall. Their physical build is 
greater than that of a human, with broad 
shoulders, a deep chest and massive 
muscular development. 

Atop their imposing body-frames 
are large heads with powerful jaws, 
beetling brows and dense skulls that 
leave little room for brain. Orcs 
continue to grow physically throughout 
their lives. Some live to reach truly 
colossal proportions and invariably 
become important leaders in their 
warrior society. 

During their years of captivity 
under the Chaos Dwarfs, some Orcs 
were subject to sorcerous 
experiments aimed at creating a 
race of stronger and more 
disciplined slaves. The result was 
the super-species known as Black 


Orcs, a physically superior breed that is more organised 
and intelligent than other greenskins. Unfortunately for 
the Chaos Dwarfs, the experiment was too successful — 
the Black Orcs led an organised rebellion against their 
masters, and established their own tribes in the 
Mountains of Mourn. They are now the most 
dangerous of the greenskin races, but are mercifully 
few in number. 

By contrast there are Orcs who have hardly 
developed at all in thousands of years. The Savage 
Ores, as they are known, are distinguished from other 
Orcs by their primitive weapons, an aversion to armour 
and clothing and the ability to work themselves into a 
frenzied, trance like state in battle. 


An Orc warrior 
—~ storms into battle. 
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GOBLINS A Forest Goblin Shaman riding a giant spider. 
Goblins are much smaller than 
Orcs, rarely reaching 

human height. They are 
cunning and spiteful, rather 
like delinquent children with 
homicidal tendencies, and tend to 
be slightly more intelligent than their 

larger cousins. Many find their niche in Orc 
society as traders and looters, while others 
have formed their own tribes. 

One sub-species of Goblin has become 
subterranean and developed excellent night 
vision, along with an aversion to sunlight. 
Called Night Goblins, they often find 
themselves in violent competition with Dwarfs for 
territory and have invaded and settled many ruined 
Dwarf strongholds and mining tunnels. Although 
they are in fact physically identical to other 
Goblins, the Night Goblins 
often have strangely 
deranged expressions 
brought on by the abuse 
of certain potent 
subterranean fungi 
that unhinge their 
twisted minds. 

Like the Orcs, 
Goblins have 
primitive relatives, 
known as Forest 
Goblins, that have 
somehow missed 
centuries of what 
could loosely be 
referred to as social 
development. They live 
exclusively in the darkest 
forests of the Old World, 
and have developed a barbaric 
culture not unlike that of the 
Savage Orcs. 


HOBGOBLINS 

Physically, Hobgoblins fall roughly between Orcs and 

Goblins. They are less muscular than Orcs, and SNOTLINGS 

somehow look even more shifty and mean than the The smallest members of the greenskin family are 

smaller Goblins. barely intelligent, and are treated more like talented 
Treachery is an innate characteristic of Hobgoblins, animals than like members of the community. They are 

and the term ‘backstabbing’ has a very literal excellent mimics and gleefully imitate the actions and 

connotation for them. Consequently, they have behaviour of the larger Orcs and Goblins, even 

developed a hardened bony layer between their following them into battle where their sheer numbers 

shoulder blades, which is always pockmarked from make them a considerable nuisance if not actually that 

previous differences of opinion. much of a threat. 
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and better defended and, as a result, Orcs were slowly 
driven out of the Old World. Nevertheless, there is stil! 
much unclaimed wilderness and inhospitable terrain 


Throughout the centuries, Orcs have vied with within the continent where Orc tribes continue to 
Mankind for territory. As human society raced towards _—_ menace their human neighbours. 
civilization their settlements became more permanent In some parts of the Warhammer World Orcs are 


the dominant race, particularly = 
the regions that have not been 
colonised by Man. Some of the 
largest Orcish settlements are 
— : found between the Black 
 COBLINS * : Mountains and the Worlds Edge 
NE: e Mountains, in the hostile 
wilderness known, approriately 
enough, as the Badlands. 

To the north of this region. 
on the threshold of the Empire. 
lies the realm of the Border 
Princes, a land of perpetual 
warfare shared by both Orcs and 
mA Men. Tribes of Goblins have 
Ok CRAG MERE £ settled in many of the world’s 

Pere eg = mountain ranges, and have 
almost completely overrun much 
of the ruined Dwarf empire in 
aie, Pea the Worlds Edge Mountains. 

f Beyond this range are the 
desolate Dark Lands where tribes 
of Black Orcs are common. 

Even in the New World, 
Orcs and Goblins can be found 
menacing the borders of other 
nations. Originally brought over 
as slaves by the Dark Elves of 
Naggaroth, these tribes have 
taken up residence in the 
unclaimed wilderness of this 
nee vi AXE chill land and now are as likely 
IK > GOBLINS Ff to go rampaging through the 

PP. %. - Witch King’s lands as they are to 


fA 
; fight alongside his armies. 
25 POR ABS AAY e 
BROKEN a : 


TOOTH ORCS BG wx CRAG he Orcs have no empire as such, 
= Were . [preferring to make their 
== gt PE 85 4 domain in the lands of their 


KARAK EIGHT PEAKS defeated enemies. 


5 ee ae Mae x Fi 
SLA Oe ath ae Os oes a ity 
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RED FANG ORCS 


BROKEN F 
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~ 
DRAGON CRAG § = 
Ruins of KARAK VARN ARSE A 


152 


foolhardy enough to attempt © Orc Shamans often 
to hunt, train and ride these train ferocious wyverns 
ferocious beasts. as steeds. 
Trolls are a race of 
repugnant humanoids with 
thick rubbery skin that 
regenerates, visibly 
repairing itself from even 
the most crippling injuries. 
They are alarmingly stupid 
but extremely strong, 
something that Orcs 
admire above all 
else. il 
Other S$ 
races 
accompany 
the Orcs to war, 
including the brutish Ogres and 
Giants. These barbarous 
humanoids have no fixed alliances 
with the greenskins as such, but are 
Map of the Old World e Major Orc and Goblin always happy for an excuse to get 
ing Greenskin incursion. settlements. into a fight. 


N 


There are, in fact, few places where the 
greenskins have not been. Orcdom is not a fixed 
territory and the race regards the entire 
Warhammer World as its stomping ground. 


CREATURES 
Orcs and Goblins often 
share their territory with 
other unpleasant 
creatures, some of 
which are used as 
beasts of burden. , 
Orcs favour War 
Boars as steeds. These 
violent, tusked creatures are 
difficult to control, and seem to relish the 
prospect of charging into battle. 
Goblins train a variety of wild 
animals, including slavering wolves, 
while their feral cousins, the Forest 
Goblins, prefer giant spiders as pets 
and mounts. Perhaps the 
strangest of all are Squigs: 
part animal, part fungus, 
these aggressive creatures 
seem to be composed 
entirely of sharp gnashing 
teeth. Only the mentally 
unbalanced Night Goblins are 


Ogres are big, thick 
and belligerent — not 
unlike Orcs. 


THE RACES 


A greenskin tribe is a semi-nomadic war 
band ranging from several hundred to a 
several thousand Orc and Goblin A 
warriors. Tribes are usually f 
homogenous communities consisting 

of a single greenskin species, hence \ 
there are Night Goblin tribes and 
tribes consisting entirely of Savage 
Orcs. However many Goblins of lesser 
stature are included in Orc tribes, where 
they are content to be bossed around in 
return for the protection of their larger 
cousins and the opportunity to 
participate in some post- 

battle plundering. 

The tribe is the largest 
unit of greenskin society. 

Smaller sub-groups (mobs) are 
organised during a battle to 
ensure that every Orc or Goblin 
has a fair crack at an enemy army. 
Only when they are 
gripped by the 
bizarre influence of 
the Waaargh (see 
below) do Orcs and 
Goblins form a 
group larger than 

a conventional 
tribe. 

There are no 
particular requirements for joining a tribe; 
the more successful a warlord, the more members he 
can hope to attract. Size is always important as far as 
Orcs are concerned. If it becomes too large, the tribe 
may fragment, and contenders will compete for 
leadership of the newly created war bands. 


HOW THEY THINK 


There is a distinct difference between the intellectual 
abilities of Orcs and Goblins. However, neither would 
win any prizes among the more civilised races of the 
Warhammer World. 

Orcs are incredibly prosaic and seem capable of 
processing only one thought at a time, which invariably 
involves venting violence on something or someone. 
They are only content when they are at war against a 
worthy opponent, which is almost all the time. Since 
the prospect of death in battle holds absolutely no fear 
for them, they are probably the happiest race of the 
Warhammer World. 

Goblins have developed a reasonable amount of 


An Orc warlord ana 
wyvern. 


low cunning in order to 

survive, and are remarkably quick-witted compared to 
the larger Orcs. They lack the courage of their huge 
cousins and have an inexplicable fear of Elves. Many 
are content to live among Orcs since they generally 
come out best when they trade with their slow-witted 
relatives, but occasionally a particularly large and 
powerful Goblin sets up his own tribe. 

Hobgoblins are universally loathed by other 
greenskins and are more commonly found in the armie: 
of Chaos Dwarfs than Orc war bands. Even by the 
standards of Orcs and Goblins, their behaviour is 
capricious and utterly self-serving. 
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Unlike the other races of the Warhammer World, 
ereenskins do not channel the mystical forces that flow 
from the ruined Gateway in the north. Instead, they 
generate their own magic field, often referred to as 
Waaargh energy. This energy is linked to an Orc or 
Goblin’s emotional state and is transmitted 
involuntarily to other greenskins. So if one greenskin 
becomes wildly exited, it does not take long for those 
around him to become similarly aroused. As this energy 
is passed from one greenskin to the next, the feeling 
intensifies until it reaches a critical point where it must 
find an outlet, usually in violence. 

Sometimes vast numbers of Orcs and Goblins are 
brought together in a wave of violent euphoria. Normal 
tribal divisions fall apart as thousands of ecstatic 


A War Boar Rider. 
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greenskins unite to embark on a voyage of conquest 
and destruction. This is known simply as the Waaargh. 

Once a Waaargh starts it is almost impossible to 
stop, as the many nations that have been swept by its 
hurricane force can attest. Fortunately its power cannot 
be sustained forever; once the Waaargh has run its 
natural course it eventually runs out of steam, and the 
component war bands then go their separate ways. 
Until the next time. 


READING & WRITING 


The Orc language is terse and unlovely. They have 
developed a written system of glyphs better suited to 
graffiti than literature. Orcs speak slowly in their 
gravely baritones, whereas Goblins are extremely 
talkative — particularly when they are trying to swindle 
a slow-witted Boss Orc out of his gold. 


WHAT THEY BUILD 


No Orc would waste valuable fighting-time attempting 
something that made his head hurt, such as science or 
technology. They have, however, learned to forge their 
own weapons thanks to their years of servitude under 
the Chaos Dwarfs. Goblins, by contrast, are naturally 
inquisitive and inventive. Unfortunately their inventions 
are usually insanely dangerous — but to a Goblin the 
danger is part of the fun. Fortunately for the other 
races, gunpowder technology is something that seems 
to have evaded the greenskins. 


HOW THEYRE DISORGANIZED 


Orc society operates on the principle of the strong 
ruling the weak, period. Size is seen as a definite 
indicator of strength, so the leaders of society tend to 
be the biggest in physical stature. 

Orcs spend their entire lives fighting. When 
they are not at war with another race, they 
compete violently with one another to establish 
the rights of leadership. Dominant Orcs are 

known as ‘Bosses’; the title does not presuppose 
material wealth or territorial claims, it is 
simply the unwritten right to dominate 
any greenskin of lesser stature. Boss Orcs 
compete with one another to become ‘Big 
Bosses’, who in turn contend amongst 
themselves for the position of “Warboss’, the 
leader of the entire tribe. 
A Warboss who succeeds in vanquishing — 
killing, eating or enslaving — all other 
Warbosses in the area earns the title of 
Warlord. To ensure that this does not 
entail a period of stasis — ‘peace’ is not a 
word in the Orcish vocabulary — new Warlords 
often instigate a Waaargh. 
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WHAT THEY BELIEVE 


A pantheon of incomprehensible warrior gods are 
acknowledged by the greenskins, the most important of 
which are Gork and Mork. They have a crude 
priesthood in the form of Shamans, who Orcs believe 
are in direct communion with Gork and Mork. These 
unique individuals are particularly sensitive to Waaargh 
energy, and are even capable of discharging it as blasts 
of raw power. This makes them a useful asset in war 
but a dangerous liability at other times. To ensure that 
they do not get overexcited at the wrong moment, Orcs 
voluntarily construct dwellings for their shamans on 
the outskirts of their settlements. 

Forest Goblins have taken to worshipping a 
primitive Spider god. They venerate this deity in 
strange rituals in which they enter trances brought on 
by ingesting spider venom. 


Orcs live for war, and their child-like enthusiasm for it 
is second to none. Man is warlike in his determination 


to survive, but Orcs are warlike because it is something 
that they are good at. The Orc philosophy of war is 
simple: Orcs cannot lose. Dying does not count as 


defeat because dying in battle is a ‘Good Thing’. 
Running away does not count as defeat either, because 
you can always come back later with even more Orcs! 

Greenskin armies are predominantly composed of 
infantry. They rush headlong against their opponents 
using sheer weight of numbers to push the enemy line 
back. Then they simply fight. 

Orcs regard tactics and strategies as not only 
restrictive but wimpy. Fighting is supposed to be fun. 
However when Black Orcs take charge, war takes a 
more serious turn. These more disciplined Warbosses 
have been known to stop mobs of Orcs and Goblins 
from brawling among themselves in the middle of a 
battle, sternly reminding them who they are supposed 
to be fighting. 

Orc cavalry takes the form of some of the strongest 
warriors mounted on enraged War Boars. This 
irrepressible combination, while lacking the panache of 
most elite cavalry units, has often proven to be a match 
for the knights of the Old World. 

The drug-crazed Night Goblins provide a wild 
variety of special units to the battlefield including aerial 
troops (catapult-launched ‘Doom Divers’), irregular 
cavalry (‘Squig Hoppers’) and the randomly lethal, 
psychotic ball-and-chain swinging ‘Fanatics’. Although 
these deranged troops are more of a danger to 
themselves than they are to their foes, they are 
guaranteed to bring a spectacularly messy end to at 
least one unwitting regiment 

Despite their physical superiority to most other 
races, Orcs have been unsuccessful in keeping a large 
foothold in the Old World for the simple reason that 
their ongoing internal power struggles prevent them 
from uniting as a single nation. Orcs spend as much 
time fighting each other as they do menacing other 
races and, while this ensures the survival of the fittest, 2 
single tribe has little hope against the massed armies of 
the Empire and Bretonnia. They cannot be written off 
as simply a minor nuisance however, since it only takes 
one exceptional Orc or Goblin Warlord to start the 
ripples of a new Waaargh. 


RELATED TOPICS: 

Early wars against man: See Empite; 
5 Bretonnia. 
| Fall of the Dwarf Empite: See Great 


Eyents: The Time,of Woes: Dwarfs. 
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WORLD OF 
WARHAMMER 
RACES A-Z 


The following section provides a quick reference to the various races of 
the Warhammer World. 


AMAZONS. 

nee ‘ ai bP { = Tribe of warrior women found in the area of Lustrian 
jungle known as the Heart of Darkness. They are 
believed to be descended from Norse Valkyries who left 
their original settlement following a dispute with their 
menfolk. Their culture has changed dramatically. 


ARABIANS. 

Human inhabitants of the desert continent of Araby. 
Their empire once encompassed Estalia before they 
were beaten back by the crusading knights of Bretonnia. 


BEASTMEN. 


Children of Chaos that may have once been human. A 
savage tribal people with the bodies of men and the 
heads of horned animals. 


BLACK ORCS 


— see Orcs, Black Beastman Gor. 
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CHILDREN OF CHAOS. 


Races that have evolved and mutated through the 
influence of Chaos, including Beastmen, Dragon Ogres, 
Minotaurs and Harpies. 


COLD ONES. 


Raptor-like lizards found in the New World, used as 
mounts by both Dark Elves and Skinks. 


DAEMONS. 

Name given to the inhabitants of the dimension of 
Chaos. Daemons enter the Warhammer World through 
the rift that was caused by the Great Catastrophe. 


DARK ELVES. 


Twisted descendants of rebellious High Elves. 


DISCIPLES OF DARKNESS. 

One of many terms applied to the mortal followers of 
the Chaos gods. The term applies to Chaos Marauders, 
Chaos Warriors and the innumerable heretics that 
practice their faith covertly in more civilized nations. 


Skink riding 
a Cold One. DWARFS. 


Ancient mountain-dwelling civilisation. 


BRETONNIANS. 
Second largest human civilisation of the Old World. DRAGONS. 
Incredibly ancient race of huge winged reptiles with 
BULL CENTAURS. scaly hides that come in every colour of the rainbow. 
Rare variety of Chaos Dwarf with the hind-quarters of a They are now in decline and dwell in the most 
mighty bull. They are ferocious warriors, but do not secluded mountainous regions of the Warhammer 
possess the sorcerous skill of their smaller brethren. World. Dragons are used as steeds by exceptional 
individuals. 


CATHAYANS. 

Ancient human civilisation lying far to the east of the DRAGON 

Old World. They have had dealings with denizens of OGRES. 

the New World, but little contact with the Old World. Believed to be the most 
ancient race of the 


CHAOS DWARFS. Warhammer World, they SAN , 


Warped descendants of Dwarf colonists. have the hindquarters of |My 


dragon-like lizards and 
CHAOS MARAUDERS. the upper bodies of 
Most numerous of the Disciples of Darkness, these muscular humanoids. 
nomadic tribesmen that have dedicated themselves to At some point the 


the Chaos powers. There are four principal tribes, made a pact with dark es 

Hound, Eagle, Crow and Serpent; each corresponds to forces and became = 

one of the gods of Chaos. Children of Chaos. 

CHAOS WARRIORS. DRYADS. 

Mightiest of the Disciples of Darkness, that have been Woodland spirits found in the forest of 
‘rewarded’ by one of the Chaos gods. Superhumanly Loren. They appear as either sylph-like 
strong and driven by their unholy faith, few mortals females or terrifying animated trees with 
can hope to best these awesome soldiers of Chaos. flailing limbs. 
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ELVES. 
Ancient race guided by the Old 
Ones to become a great 
civilisation. See Dark Elves, 
High Elves, Wood Elves. 


EMPIRE. 


Largest civilisation of 
humankind. 


ESTALIANS. 


Human inhabitants of Estalia, an 
arid nation in the southwest of the 
Old World. At one time the 
country fell under the control of 
Jaffar, the tyrannous sultan of 
Araby, and was later freed by the 
crusading knights of Bretonnia. 


mv Estalian Knight of the 
Blazing Sun. 


GHOSTS. 


GIANTS. 


enormous, brutish 


GHOULS. 


Undead. 


~ GOBLINS. 


Small Greenskins with loutish, spiteful natures. 


GREENSKINS. 


Incorporeal spirits of those that 
suffer a particularly tragic or 
violent death, forced to remaim 
in the world as Undead. 


Extremely rare race of 


humanoids. A menace to 
all civilized creatures, they 
have been hunted almost 
to extinction. Giants often 
accompany Orcs to battle 
and it is not unknown for 
them to eat their opponents 


Race of cannibalistic corpse 
eaters that live alongside the 


Race of humanoids comprizing Snotlings, Goblins, 
Hobgoblins and Orcs. See chapter: ORCS & GOBLINS. 


GRIFFONS. 


Monstrous hybrids of great cats and giant eagles that 


make their eyries in the northern Worlds Edge 
Mountains and the Annullii Mountains of 
Ulthuan. Used as steeds 
by heroic High Elves 
and Men of the 


Empire. = / Halfling 


HALFLINGS. 
Diminutive human- 
like race found in the 
south eastern region 
of the Empire known 
as the Moot. 


HARPIES. 
Children of Chaos, feral — 

winged humanoids 

frequently found in the aftermath of a Beastman 
invasion. 


HIGH ELVES. 


Descendants of the original race of Elves. 
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HIPPOGRIFF. 
Winged beasts similar in appearance to 
Griffons that inhabit the Annulii 
mountain range. Favoured by 
High Elf wizards as mounts. 


KISLEVITES. 


Human inhabitants of 
the icy northern realm 
named Kislev. They 
suffered horribly in the 
Great war against 


a 
f 
t 


Hobgoblin 
Warrior. 


Chaos. 

HOBGOBLINS. 

Unusually treacherous Greenskin creatures. 
- LICHES. . 

4 pette Powerful wizards that have achieved an unholy 

Winged immortality by becoming Undead. 
Lancer. 

LIZARDMEN. 

Three lizard-like races who served the Old Ones, S/ann, 
KROXIGOR. Saurus and Skinks. 
Giant crocodilian relatives of the Lizardmen Saurus. 

MANTICORES. 


Chaos monsters, combining the body of an enraged 
lion with dragon-like wings and the tail of a giant 
scorpion. They almost uncontrollable and only used as 
steeds by the most crazed agents of evil. 


MEN. 


Humankind, the most socially diverse and rapidly 
expanding race of the Warhammer World. See Amazons, 
Arabians, Bretonnians, Cathayans, Chaos Marauders, Empire, 
Estalians, Kislevites, Norse, Tileans. 


MINOTAURS. 
Children of Chaos with huge human-like bodies and the 
heads of ferocious bulls. 


MUMMIES. 


Undead creatures found predominantly in the tombs of 
Araby and the lands surrounding it. 


NORSE. 


Inhabitants of the cold and inhospitable land of 
Norsca, a tough and savage race of seafarers who make 
a living from pillaging, piracy and occasionally trade. 
Some have established colonies in the New World, 
including the Lustrian colony of Skeggi. See also 
Kroxigor. Amazons. 
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OGRES. 


A large, brutish man-like race. SKINKS. 
Often form small tribes, but Diminutive, newt-like 
are also found in the iN humanoids belonging to 


armies of Men and the race of Lizardmen. 


Ores. 


ORCS. 


Dominant species of the 
Greenskins. 


ORCS, BLACK. 
Orcs magically enhanced by 


Chaos Dwarf sorcerers. 


SLANN. 
Bloated toad-like 
leaders of the 
Lizardmen. 


SNOTLINGS. 


Smallest sub-species of the 
race of Greenskins. 


TILEANS. 


Human inhabitants of 
Tilea, a country renowned 
for its traders and explorers. Tilea enjoys good relations 
with the Empire and its crossbowmen are often found im 
the ranks of the Emperor’s army. 


TREEMEN. 


Ancient denizens of enchanted forests. Found 
principally in Avelorn (in Ulthuan) and the forest 
kingdom of Athel Loren. 


Treeman. 


Black Orc. 


SAURUS. 


Warrior sub-species of the Lizardmen. 


SKAVEN. 


Chaos-warped rat-like humanoids. 


SKELETONS. 


Lower order of Undead created from long dead corpses. 
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TROLLS. 


Huge, bestial and 
incredibly stupid 
creatures often found in 
the company of Orc 
armies and Chaos 
warbands. Trolls 
have thick rubbery 
hides and 
regenerate with 
alarming rapidity. 


UNDEAD. 


Dead creatures reanimated 
by Dark Magic. 


UNICORNS. 


Magical creatures that 
appear as impressive 
horses with a single 
elegant horn emerging 
from their heads. They are 
the enemies of Chaos and evil and occasionally allow 
pure-hearted individuals to ride them. 


VAMPIRES. 


Once-human creatures of the Undead. Feared for their 
ability to beguile mortals and their thirst for warm 
blood. 


WIGHTS. 


Undead creatures that are raised from the barrow tombs 
of mighty warriors. 


WOOD ELVES. 


Elven colonists living in the woodland 
region of Athel Loren. 


WRAITHS. 


Incorporeal Undead that were 
once mighty 

wizards but are 
now cursed to a 


shadowy half-life. 


WYVERNS. 


Sinuous winged 
lizards similar in 
appearance to 
Dragons with barbed 
venomous tails. 

The preferred steed 


of Orc shamans. s/ \g 


OGRES — ZOMBIES 


Vampire. 


ZOMBIES. 

Lower order of 
Undead created 

from rotting 

corpses by the 

power of Dark 
Magic. 


The following timeline 


ents in the history of the Wa 


vhammer World. 


LIZARDMEN 


HIGH 
ELVES 


WOOD 
ELVES 


DWARFS 


BRETONNIA 
REALM OF 
CHAOS 


SKAVEN 


CHAOS 
DWARFS 


DARK 
ELVES 


UNDEAD 


ORCS & 
GOBLINS 


-15000 © -5001 


-15000 Old Ones arrive in 
Warhammer World, bringing 
Lizardmen as servants. 

-5589 Great Catastrophe 
destroys Old Ones. Lizardmen 
hold back tide of Chaos. 


-15000 Old Ones guide early 
Elves toward civilisation. 
-5600 Great Catastrophe 
spills Chaos onto Ulthuan. 
Many High Elves perish. 


-5600 Great Catastrophe 
brings Chaos to Warhammer 
World. 


-5600 ‘Fragments of the 
dreaded Warpstone appear as a 
result of the Great Catastrophe. 


-5000 «© -4001 


-4500 Aenarion passes through 
the sacred flame and becomes the 
first Phoenix King. High Elves 
save Warhammer World by 
creating Vortex to drain magic. 


-4920 First Chaos incursion 
against civilised races. 


-4300 Dwarf explorers travel 
beyond Worlds Edge Mountains 
into Zorn Uzkul. Some head east 
towards Mountains of Mourn and 
settle in Dark Lands. 


-4458 Malekith is born to 
Aenarion and Morathi. 

-4419 Following the death of 
his father, Malekith is passed over 
as Phoenix King and begins his 
travels in search of dark secrets. 


-4000 ° -2701 


-2723 The Sundering. Malekith’s attempt 
to undo Vortex devastates Ulthuan. 

-2749 Coronation of Caledor the 
Conqueror, grandson of Caledor 
Dragontamer. 

-2724 Caledor defeats the Witch King at 
battle of Maledor. 


-4000 Dwarfs of Worlds Edge Mountains 
lose contact with their eastern counterparts. 
-3500 Eastern Dwarfs turn to Chaos and 
begin worshipping Hashut, the Father of 
Darkness. 


-2774 Malekith returns to Ulthuan and 
persecutes the Cult of Pleasure. 

-2751 Phoenix King Bel-Shanaar 
assassinated on Malekith’s orders. 

-2724 Battle of Maledor. Malekith is 
defeated by Caledor. 

-2723 The Sundering. Malekith’s attempt 
to undo the Vortex devastates Ulthuan. 


-2700  -2 


-2700 Foundatio 
Zharr-Naggrund. 
-2600 Chaos Dw 
begin enslaving off 
races. 

-2343 Dark Elve 
discover the 
Underworld Sea 
beneath Hag Grae! 


-2300 » -190] 


War of the Beard 
High Elf expansion in 
World and heralds the end 
ir Empire. 
Phoenix King 

el orders all Old World 
ists to return to Ulthuan. 


The Great Betrayal. 
Elves and Dwarfs become 
enemies, 
The War of 
ce (the War of the 
rages for the next four 


Dwarf traders are 
d by Dark Elves 
ised as High Elves. 


Birth of Nagash. 
Nagash learns Dark 

¢ from Dark Elf prisoners. 
Nagash and followers 
eternal youth from 

of Blood and begin a 

of terror lasting two 

ics. 


-1900 * -1501 


-1501 Some Elves declare 
independence from Ulthuan. 
Many choose to live in 
secluded forests of Old World. 


-1666 Chaos comes to 
Naggaroth. Dark Elves 
narrowly escape annihilation. 


-1880 Work begins on the 
great temple. 

-1780 Temple completed. 
Warpstone rains from sky. City 
overrun by mutated giant rats. 
-1600 Skaven emerge, name 
the city Skavenblight. = 


-1750 Priest-Kings ally 


against Nagash and begin one _ 


hundred year war that results in 
his exile. 

-1600 Nagash finds Cripple 
Peak and becomes changed by 
constant exposure to 
Warpstone. 


-1500  -1201 


-1500 Carrying out the posthumous orders 


of the Old Ones, Slann Mage priests make 
adjustments to the Warhammer World’s 
geography. 

-1399 Skaven Clan Pestilens bring plague 
to Lustria, beginning of Serpent and the Rat. 


-1500 Worlds Edge Mountains riven by 


Earthquakes, heralding end of Dwarf Empire. 


The start of the Goblin Wars as the Dwarfs 
and Goblins fight over the Old World. 


-1500 Old World ravaged by sorcerous 
experiments of the Skaven. Council of 
Thirteen is formed. Under-Empire expands. 
-1400 Hell Pit founded by Clan Moulder. 
Clan Eshin journeys to Cathay. 
-1300 War of Cripple Peak (50 years) 
between Skaven and Undead. 


-1500 Nagash masters the art of 
necromancy and establishes the Undead 
kingdom of Nagashizzar at Cripple Peak. 
His lifeless minions are set to mining — 
Warpstone from Cursed Pit. 


--1300 The War of Cripple Peak against 


- the Skaven lasts 50 years, after which 
Nagash forms an uneasy alliance with 
Council of Thirteen. 


-1500 Greenskins overrun much of 
Worlds Edge Mountains, taking several 
Dwarf strongholds. 


plague to scour the land of life. 


Dates given are according to the Imperial Calendar, which begins with the year of Sigmar’s coronation (IC 1). Although other races have 
their own systems for measuring the passage of the years, the Empire is the most commonly used in the modern age. 


-1200 * -501 


-693 High Elf armada sets sail for the 
Blighted Isle. The Battle of Waves is fought. 
Tethlis dies under strange circumstances after 
the battle and the armada turns back to 
Lothern. 


-1125 Semi-divine Orion and Ariel become 
King and Queen of Loren. 

-1000 Athel Loren established as Kingdom 
of the Wood Elves. 


-513 Karak Eight Peaks falls to 
overwhelming numbers of Goblin invaders. 


-1000 The Bretonni tribe settle in the north 
west of the Old World. 


—-1200 Skaven form temporary alliance 
with Nagash, but later orchestrate his 


assassination and seize Cripple Peak. 
-513 Orcs sack Karak Eight Peaks, 
Skaven take upper levels and rename it 
City of Pillars. 


-732 Dark Elf winter offensive across 
Shadowlands. Infamous Siege of Tor Lehan 
where there were no survivors on either side. 
-696 Anlec is destroyed. Dark Elf Altar of 
Khaine toppled into sea. 


-1163 Nagash attacks his old homeland but is drive 
by the armies of Alcadizaar. He later returns, bringing 
Alcadizaar is capture¢ 
-1151 Nagash begins Great Ritual to awaken great 


Undead army world has ever seen. Skaven have chang 
_ heart, and help Alcadizaar to slay the Great Necroma 
-1147 Sorcerer Kadon discovers Crown of Nagash 


body of Alcadizzar, and is corrupted by its power. Fi 


_ Undead Kingdom, but defeated by Orcs. _ 


-513 Karak Eight Peaks falls to Orcs, 
Goblins and Skaven. 
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-500 © -10] 


-150 Black Orcs result of 
sorcerous experimentation. 


-469 Orc Warlord Dork leads 


army of Orcs and Goblins 


which destroy Karak Azgal and 
Karak Drazh. Rename Karak 


Drazh as Black Crag. 


-100 » 0 


0 Prophecy of Sotek is 
discovered and his cult 
founded. 


-30 Sigmar of Unberogen born. 
-15 Sigmar forms Dwarf alliance. 
-8 Sigmar chief of the Unberogens. 
-1 Sigmar & Kurgan defeat Orcs 
and Goblins at Black Fire Pass. 


_ -40 Nagash returns and 


reclaims Cripple Peak, destroying 
all occupying Skaven. 


-100 Black Orcs rebel and 
escape into mountains. 


-1 Sigmar and Dwarfs drive 
Orcs east of Worlds Edge 
Mountains. 


] © 499 


100 The Serpent drives the 
Rat from Lustria. 


498 White Tower of Hoeth 
completed and order of Sword 
Masters incepted. 


1 Sigmar declared Emperor. 
50 Empire expands and 
prospers. Sigmar departs 
mysteriously into the east. 


211 + Malekith launches a 
pre-emptive attack against 
Chaos before it marches on 
Naggaroth again. 


100 Clan Pestilens returns 
from Lustria and ignites the 
First Skaven Civil war. 


176 Watch towers built along 
border between Naggaroth and 
Realm of Chaos. 

451 Dark Elves ally with an 
Undead fleet to raid Old World. 


_Pestilens, joins Council of 


500 © 999 


876 Vampire Luthor Harkon 
establishes an Undead kingdom 
shores of Lustria. 

888 Losteriksson founds Norse: 
colony of Skeggi in Lustria. 


700 Warlords of Bretonni clas 
Wood Elves as they attempt to « 
their domains into the forest. 


577 Dukedoms are beset by 
Orc and Goblin invaders. 

977 Gilles le Breton frees 
Dukedoms from the greenskins 


500 Clan Eshin assassins retur 
Cathay to help the Council que! 
insurrection. P 
600 Nurglitch, Plaguelord of * 


753 Ships dispatched to bring 
back thousands of human slaves 
to Naggaroth. 


977 Gilles le Breton drives 
many Orcs from the Dukedoms 
of Bretonnia. 


1000 © 1499 


2 Tilean explorer Marco 
Sembo journeys to Lustria 
establishes cordial 

Sons with Lizardmen. 


1500 * 1899 


1847 Glory-hungry 
Bretonnian Knights rob Huatl 
of its sacred artifacts. 


33 Griffon Gate besieged by 
Elves. 

Siege is lifted by 
eus and his levy armies 
Cothique and Chrace. 


Louis, first king of 
ennia, establishes the 

ord between his people and 
ad Elves. 


1 Dwarfs seal strongholds 
st Black Plague. Skaven 

%& in vast numbers, but 
hold out. 


1707 Orc Warlord Gorbad 
Ironclaw invades Empire, 
sacking every major town and 
city bar Altdorf. 


1 Black Plague ravages 
pire. Nation menaced by 

ven for the next 13 years. 
Crusades against Araby. 


1715 Waaargh of Gorbad 
ned first King of Bretonnia. spreads into Bretonnia, but held 
9 Crusades against Araby back by Knights of the Realm. 
Bn. 1813 The Red Pox burns 

51 Crusader knights through Kingdom, followed by 
row Sultan Jaffar. the inevitable Skaven incursion. 


1 Louis, son of Gilles, 


0 attack Estalia. 
j the disturbance. 
A program of naval 

spansion is initiated to acquire 

slaves. 


5 Dark Elves raid 
adowlands. They push all the 
» to Griffon Gate. 

146 Seige of Griffon Gate 

d by High Elves. 


1681. Third incarnation of 
Nagash. The Night of the 
Restless Dead falls on 
Warhammer World. 

1797 Vlad von Carstein 
becomes Ist Vampire Count of 
Sylvannia. 


1707 Gorbad Ironclaw leads a 
mighty Waaargh into the 
Empire. After five years of 
carnage, Empire is left in ruins. 


Black Plague unleashed 1786 Red Pox brought to 
=mpire by Clan Pestilens. Bretonnia by Clan Eshin 
8 Skaven ally with Sultan _ saboteurs. 

of Araby and persuade 1850 Second Skaven Civil War. 


Clan Pestilens again at centre of 


1900 * 2299 


2163 Coronation of Finubar 
Seafarer, the current Phoenix 
King, 


1979 No Emperor is formally 
acknowledged; Empire in anarchy. 
2010 Imperial wars against the 
Vampire Counts of Sylvania. 


2007 Legions of Chaos invade 
Bretonnia, checked by Repanse 
de Lyonesse at Battle of 
Couronne. 

2201 The Errantry Wars begin 
to rid the land of Orcs. 


2006 Chaos fleet dedicated to 
Khorne assails Bretonnia. 

2250 Chaos steps up its 
attacks on the civilised world. 


2051 Vlad is killed at the Seige 
of Altdorf. 

2094 Konrad von Carstein 
becomes Vlad’s successor and 
leads his Undead army against 
the Empire. 

2121 The Battle of Grim Moor. 
Konrad’s army is defeated by an 
alliance of Dwarfs and Men. 


2201 Louen Orc Slayer 
begins Errantry Wars to rid 
Bretonnia of greenskins. 


2300 % - 


2301 Dark Elves and Chaos allies invade 
Ulthuan. Witch King is thwarted by the heroism of 
the brothers Tyrion and Teclis. 

2424 Goblin warlord Grom the Paunch finally 
defeated as he attempts to invade Ulthuan. 


2495 Lichemaster Kemmler’s Undead army attack 
Loren in attempt to invade Bretonnia. Wood Elves 
destroy army but Kemmler escapes. 


2302 Dwarfs send troops to assist their 
human allies in Praag during the Great War. 


2302 Great War against Chaos. 

2304 Magnus the Pious elected Emperor. 
2502 Inauguration of Karl Franz, the 
current Emperor. 


2300 Mousillon devastated by Red Pox and becomes 
forever an accursed place. 

2420 Renewal of Errantry Wars. 

2488 Errantry Wars end after hundreds of knights 
are slain at Death Pass by Morglum Necksnapper. 
2500 Louen Leoncoeur crowned King of Bretonnia. 


2301 Great War. Chaos challenges entire 
Warhammer World. Victorious everywhere. 

2303 Forces of darkness finally checked by 
alliance of Dwarfs and Men. 

2515 Chaos incursions start to increase once again. 


2302 Civil War ended with summoning of the 
Horned Rat. Skaven fight against both Chaos and 
civilised races during Great War. 

2499 Grey Seer Thanquol’s plot to plunge 
Empire into anarchy is thwarted. For now. 


2301 Dark Elves ally with Chaos during Great War. 
2303 Last Dark Elf guerrillas driven out of Ulthuan. 
2433 Ulthuan mounts its first successful raid on 
Naggaroth. 


2491 Heinrich Kemmler, known as the Lichemaster 
finds burial mound of Krell the Chaos Champion and 
raises him. Both lead huge Undead army from Grey 
Mountains to invade Bretonnia. Abbey of La Maisontaal 
is sacked. Expelled from the realm by Duc de Quenelles 
and his Knights. 

2495 The Lichemaster tries to invade Bretonnia again 
but his army is destroyed by Wood Elves. Kemmler 
escapes. 


2302 During the Great War some Orcs join with Chaos, 
but just as many fight against the forces of Darkness. 
2421 Grom the Paunch tours Old and New Worlds, 
bringing mayhem to Dwarfs, Men and Elves. 

2512 Azhag the Slaughterer leads mighty army into 
northern Empire. Meets his end at battle of Osterwald. 
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GREAT EVENTS 

| THAT SHAPED 

-| THE WARHAMMER 
WORLD 


Certain events in the Warhammer World's history have had 
far-reaching and long-lasting consequences for its inhabitants. 
This section details five of these key events. 


THE GREAT 
CATASTROPHE 
(IC -5600) 


The Warhammer World would be a very different place 
had it not been for the collapse of the Old Ones’ polar 
Gateway. The magical portal which brought 
civilisation to the world unleashed a dark power that 
threatened to destroy every intelligent being that dwelt 
upon it. The Lizardmen, descendants 
of the Old Ones servitors, refer to 
failure of their masters’ technology as 
the Great Catastrophe, but to the 
many inhabitants of the Warhammer 
World who know nothing of its 
true history the era is 
known simply as the 
Time of Chaos. 
Some races, 
including the Old Ones 
themselves, were completely 
obliterated by the ravaging 
hordes that spewed from the 
Gateway, while others were horribly 
transformed by its mutating 
energies. However, a good many 
found the strength 
to fight back 


and those that survived were 
strengthened by the experience. 
Among these were the High Elves and 
Dwarfs, who later established 
mighty empires and passed on 
the gift of civilisation to Man. 

The legacy of Chaos and 
its by-product, Magic, are 
inextricably bound to 
the future of the 
Warhammer World. 
While the latter holds it 
together, the former 
may yet destroy it. 
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THE WAR OF THE 
BEARD (IC-1997) 


Following their historic first encounter, the Empires of 
the High Elves and Dwarfs enjoyed an entente that 
lasted many centuries, enabling both races to explore 
the world about them and expand their territories. 
Tragically, the Elven Lord who had been instrumental 
in bringing together the two races was also 
responsible for the conflict that split them 
apart, sending their great empires into 
decline. After his defeat and subsequent 
exile, Malekith sent his 
Dark Elf minions to 
the Old World 
disguised as High 
Elf warriors and 
had them ambush 
Dwarf trading 
caravans. Although 
the Dwarfs were 
aware that 
Ulthuan was in 
the grip of civil 
war, they were 
fooled by the Witch 
King’s evil deception, 
which their sagas call 
the Great Betrayal. 
When genuine High E! 
contingents arrived in 
Karaz Ankor, they were 
attacked by the vengeful 
Dwarfs and forced to 
retaliate; very soon the 
violence threatened to escalate 
into a full-blown war. In an 
attempt to prevent this from 
happening, the Dwarf 
High King sent an 
emissary to Ulthuan. 
However, the 
haughty High Elves 
considered that it 
was they who had 
been wronged and sent the herald back to 
the Old World, minus his beard! 


—— 


Dwarfs of the Cult o 
Slayers — an elite fore 
of suicidal berzerker: 


This affront compounded all that had gone before. 
Dwarf honour had been slighted and war was the only 
possible outcome. Although the Elves sarcastically refer 
to the conflict as the War of the Beard, for Dwarfs such a 
crime is no laughing matter, and they know it only as 
the War of Vengeance. 

The Elf-Dwarf war raged for almost five centuries, 
causing a tremendous loss of life that neither side could 
afford. When it finally petered out, it was unclear what 
either side had gained. With the shores of Ulthuan 
under constant attack from Dark Elf fleets, the High 
Elves were finally forced to abandon their colonies in 
the Old World, and with them their dreams of 
Empire. For their part, the Dwarfs had exhausted 
themselves in their relentless pursuit of retribution and 
were consequently ill-prepared for the tragedies that 
later befell their race. 

Since the war, Elves and Dwarfs have fought 
together on many occasions against their numerous 
mutual enemies, but to this day the races share a 
deep and abiding mistrust of one another that the 
centuries have done little to mollify. 


High Elves are renowned 
for their skill at arms and 
their mastery of magic. 


The green-skinned warmongers called Orcs are 4 
constant threat to the civilizations of gentler races. 


\ = THE 

} ( TIME OF 
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7 (IC -1500) 


er The War of Vengeance 
io = seriously depleted Dwarf 


; reserves but, with peace 
j is. a ee : secured, the stalwart race began 
b * . to pick up the pieces of their 
shattered empire. Unfortunately, 
i ' : there was worse to come — in IC 
-1500, the Worlds Edge Mountains 
were riven by a devastating series of 
earthquakes and volcanic explosions that 
_ shook many Dwarf settlements to their 
roots and caused significant problems. 
Fortified strongholds that had recently defied 

L. the mighty armies of Ulthuan were rendered 

— pes ay defenceless in an instant. 
" : f The adverse effect that these disasters had on 
Karaz Ankor cannot be disputed, but their origins are 
\ { the subject of some controversy. Many sources suggest 
that they were the result of the Skaven’s first attempts 
ae or a _ to excavate their Under Empire by employing 
‘es . powerful sorcery, which sent 
Ts : ' — shock waves reverberating 
: throughout the Old World. 
Q 4 Be However, at exactly the same 
CES = a time over in the New World, the 
F / a a ‘ Slann Mage-priests of Lustria were 
putting the finishing touches to the Old 
Ones’ prophetic plans by making certain 
Z sorcerous adjustments to the continental 
landmass, and their own historical records also claim 
responsibility for the disaster. 

The Skaven, along with the innumerable tribes of 
Orcs and Goblins dwelling in the fringes of the Worlds 
Edge Mountains, were quick to take advantage of the 
cataclysm. In the centuries that followed, the southern 
strongholds of Karak Ankor were completely overrun 
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by these savage creatures, bringing the greenskin 
menace closer to the Old World. 

The Dwarfs call this episode the Time of Woes. 
Their empire had fallen and a proud race had been 
humbled. Following the fall, Dwarfs started to take on 
a more resigned character and were even willing to LZ 
teach their ancient secrets to the new race of Men. 

Fortunately this decision eventually profited both races 
in their unending wars against Orcs, Skaven and the 
minions of Chaos. 
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GREAT EVENTS 


THE SERPENT AN 
THE RAT (IC -1399 


After the departure of the Old Ones, the Lizardmen 
Sr. = enjoyed centuries of seclusion before members o 
= the other races intruded into their jungle realm. 
all the various interlopers that wuld disturb the Ne 
World, none brought as much harm to Lustria as the 
warped anthropoid vermin known as the Skaven. 
Following the magical disaster at Skavenbli 
the Skaven of Cl 
Pestilens headed west i 
the New World. When they 
came upon the jungle realm of Lus 

they spread their tunnels far and wide, 
burrowing beneath the ancient temple-cities 
the Lizardmen and resolving to overrun the 

The Lizardmen were unprepared whe 
many of their number began to sicken 
die from a mysterious pestilence, and 
offered only minimal resistance when t 
Skaven surfaced to 

take their cities. 

However, to som 

Lizardmen, the 
calamitous eve 
did not come a 

such a great 

surprise — the M 
Priests of Chaqua 
were in possession of a 
unique artefact which ha 

prophesied the coming 

‘the Rodent God and 

Evil Spawn’ many 
centuries before. The Plaque 
Sotek also predicted that afte 
long season of tribulation, th 

Rat would be driven from Lustria by 
mighty Serpent, Sotek himself. 

A Skink shaman by the name of 
Tenehuini proclaimed the tablet of Sotek 
was proof of the prophet’s greater divinity, a 
set about establishing a cult for the previously 
unknown deity. In spite of the menace that was 
scourging their Empire many Mage-Priests refused t 
acknowledge Sotek as one of the Old Ones, so it wa 
left to the humble Skinks to proclaim his coming. Af 


Lizardmen ride to war atop a mighty Stegadon — | 
of the many reptilian beasts that are trained for bat 
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the ratmen had run amok, Sotek did indeed manefest 
himself — the subterranean tunnels were 

overrun with serpents that were 
immune to the vile diseases that 
the Skaven had brought with 
them into Lustria, and the 
rat-men were driven 

decisively from the 

New World. 


On returning to the Old World, Clan vay 
Pestilens were reunited with the other Skaven clans. 
Still motivated by an insatiable desire for power they 
declared themselves the true disciples of the 
Horned Rat and challenged the authority of the 
Council of Thirteen. This sparked off the first 
Skaven Civil War and led to a change in 
fortunes for this loathsome clan, 
culminating in two great plagues that 
almost destroyed the civilisations of 
Man in the Old World. 


The Plague Monks of Clan 
Pestilens carry vile disease- 
filled Warpstone 

censers into battle. 


THE GREAT WAR. 
AGAINST CHAOS. 
(IC 2301) | 


The forces of Chaos and civilization have clashed on 
numerous occasions since the time of the Great | 
Catastrophe but it was almost eight thousand years 
before they would engage in a conflict on the same 
‘ scale as the first Chaos incursion. The second war 
. against Chaos brought many races into the conflict tl 
q had not experienced the horre 
of the first and, to the newly- 
formed nations of Man, it becam 
known simply as The Great War. 
Around the 24th century — by 
Imperial reckoning — the energies of tl 
ruined Gateway had started to surge, 
spreading the dire influence of the Realm o 
haos deeper into the Warhammer World. Th 
populations of Beastmen and 


y other Children of Chaos 
DA started to swell 
Fs dramatically, as did the 
A 


Pic 


number of mortal soul: 
7 Wi who were prepared to s 
re} ¢ themselves to Darkness. 
The Empire, 
—_- Mankind’s 

\VAE e $ 1 : Bi Gs SS vy —_— greatest bastic 

y, Rey AAP a? : , a Ee { NESS — pe against the Realm o! 
ie b hak l = Chaos, was in a political 
/ crisis at this time. A 

successor to the last 
Emperor had not been found ani 
the disputes between the Elector 

Counts were growing 
increasingly acrimonious. To 
make matters worse, plague an 
famine of cataclysmic proportio 
were sweeping the land, 
weakening the demoralised 
population still further. The 
nation began to slide rapidly 
into anarchy. 

Judging the time to be right, 
many covert followers of Chaos 
dwelling within the Empire became bold 
in their activities. The Imperial witchfinders 
were unable to cope with the deluge of heretics, and 


— 
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Time And again, the hosts of Darkness 
have assailed the Warhammer World... 
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THE GREAT WAR 


soon open warfare had broken out in the streets Everyone knows that the forces of Chaos have not 
between mad-eyed Chaos cultists and equally been truly beaten. They lurk in the far north and bide 
unbalanced zealots. their time, licking their wounds, preparing for the day 

Meanwhile in the north, the largest Chaos army when they will return to bring horror and slaughter to 
ever to set foot in the Old World was descending on the Empire of Man once more. 


the domain of Kislev, the Empire’s long-time ally. Like 
an irrepressible tide of fire and darkness, the combined 
legions of Chaos warriors, Beastmen and fell creatures 
of every dire allegiance crushed the pitiful human 
defenders as they swept southwards. Every town they 
sacked was cruelly mutilated by onerous sorcery: a The Empire may be civilization’s last 
terrible foretaste of the fate they intended for the entire hope against the menace of Chaos. 
Warhammer World. 

In every nation Chaos was locked in mortal combat NN 

with civilisation. Those races that had been tainted by : 

Chaos — such as the Dark Elves and Skaven — also 

found themselves under attack from the forces of ~ 

Darkness, even as they exploited the confusion to : 
assault their own hated enemies. 

It was truly a conflict of global proportions, yet 
nowhere was the battle so heated or the suffering 
so great as in the Old World. Mankind’s inability —_ J 
to stand fast against the armies of Chaos was due Ney “ 1) 
in no small part to the Empire’s lack of hy ; 
cohesion, and it was only at the eleventh hour y 
that a single man came forward to unite the me PRS IJ ed 

: aS ag 
fragmented people and turn the tide. Hisname / » e | 
was Magnus. e 

Armed with a righteous wrath and an « 
unswerving faith P 
in Sigmar, 
Magnus 
gathered a force 
of ordinary townsfolk, 
wild religious fanatics 
and battle-worn 
professional soldiers. 
After striking a decisive 
blow against the rebels 
in their own provinces, 
the ever-growing army turned 
north to break the invasion. Through 
a combination of brilliant generalship 
and superhuman determination, Magnus 
finally vanquished the forces of Chaos, 
although the cost in human and Dwarf lives 
was dreadful. In the peace that followed he was 
made Emperor and thereafter known as 
Magnus the Pious. 

The Empire that Magnus helped to 
rebuild has become stronger than ever, but 
even as its citizens go about their 
business, worried eyes often 
turn to the north. 
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Many exceptional individuals, both heroic and malign, have 
contributed to the history of the World of Warhammer. Presented 
here are just a few of these remarkable characters. 


AENARION (THE DEFENDER). 
First Phoenix King of the High Elves who was granted 


incredible powers by the god Asuryan to combat the 
first Chaos incursion. His life was fraught with tragedy, 
particularly after he drew the cursed Sword of Khaine 
from its altar on the Blighted Isle. His second wife, the 
witch woman Morathi, bore him one son — Malekith, 
twisted lord of the Dark Elves. 


ALARIELLE. 


Present Everqueen of Avelorn. Latest in a line of first- 
born daughters to hold the position, and reputed to be 
the most beautiful. Alarielle was believed to have been 
killed following a particularly violent invasion by 
agents of Chaos and Dark Elves. She was in fact borne 
to safety by her champion Teclis, and has since 
returned to her court at Gaen Vale. Her consort is the 
Phoenix King Finubar. 


Alarielle, the Everqueen of Avelorn. 
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Ariel, Queen of Athel Loren. 


ARIEL. 

Queen of the Wood Elves of Athel Loren. Believed to 
be an incarnation of the earth goddess Isha. Ariel is a 
true Fairy Queen, with huge variegated gossamer wings 
and a beauty that is both breathtaking and 
otherworldly. Her consort is Orion, the Hunter. 


ASTRAGOTH. 


Oldest living Chaos Dwarf sorcerer. He has employed 
dark sorcery and engineering to prolong his life, and is 
now more machine than Dwarf. 
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AZHAG (THE SLAUGHTERER). 

Orc Warlord who brought a reign of terror to much of 
the Empire. Imbued with dark power after finding the 
sorcerous crown of Nagash, Azhag was finally beaten at 
the Battle of Osterwald. 


Josef Bugman, 
renowned brewer 
turned ranger. 


BUGMAN, JOSEF. 
The greatest Dwarf master brewer of all time, 
responsible for such potent concoctions as Troll Brew 
and Bugman XXXXXX. His famous brewery was 
destroyed by Goblins, and thereafter Bugman and his 
assistants roamed the wilds of the Worlds Edge 
Mountains in search of vengeance. 


CALEDOR (DRAGONTAMER). 


High Elf mage responsible for the creation of the 
Vortex that prevented Chaos from completely 
destroying the island of Ulthuan. The Kingdom of 
Caledor was named after him. 


Caledor Dragontamer in battle. 


4 HEROES & VILLAINS 


COLOMBO, MARCO. 


Tilean explorer. Famed for leading a successful 
expedition to Lustria, where he established friendly 
relations with the Lizardmen and returned with 
considerable wealth. 


GILLES (LE BRETON). 


Originally the Duke of Baston, Gilles was a Bretonnian 
warlord who united the scattered people of Bretonnia 
into a single nation and drove the marauding Orcs from 
their lands, apparently after receiving a vision of the 
Lady of the Lake. 


Tkit Claw, Skaven warlock-engineer. 
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GORBAD IRONCLAW. 


The most notorious and successful Orc warlord of all 
time. Almost succeeded in toppling the Empire, until he 
was seriously wounded at the Battle of Grunberg. His 
actual fate remains unclear but his name evokes fear 
among imperial citizens to this day. 


GORFANG ROTGUT. 


Orc warlord of the Red Fangs tribe and chieftain of the 
captured Dwarf stronghold of Black Crag. His people 
have an uneasy alliance with the Night Goblins of the 
Crooked Moon tribe, headed by Skarsnik, and between 
them they control the inhospitable mountain area 
known as Death Pass. 


GROM (THE PAUNCH) 


Notorious Goblin Warlord. Gained his name after 
consuming a plate of raw troll flesh — a substance 
known for its ability to regenerate into whole trolls. 
Grom raised a considerable army and led many 


successful raids against the strongholds of both Dwarfs 
and the Empire. After terrorising much of the Old 
World, he constructed a huge fleet and assaulted the 
shores of Ulthuan, where he finally met his end at the 
battle of Tor Yvress. 


GURNISSON, GOTREK. 


Dwarf freebooter and Slayer. Gotrek has thus far been 
unsuccessful in his efforts to find a heroic death, but hi: 
search has taken him on many epic adventures and 
brought an end to innumerable monsters. His constant 
companion in his wild escapes is the human Felix 
Jaegar. 


GRIMNIR. 


Historic hero and ancestor god of the Dwarfs. 
According to legend, Grimnir wandered into the ruined 
Gateway to do battle with Chaos and was never seen 
again. 


HELLEBRON. 

After the witch Morathi, Hellebron is the most ancient 
of the Dark Elf Hag Queens. The dark magics that 
sustain her youthful beauty are not as strong as they 
once were, and she now requires vast quantities of 
warm blood in order to rejuvenate herself. 


IKIT CLAW. 

Chief Warlock of the Skaven Clan Skryre and one of 
the most powerful sorcerers of the Old World. Ikit is 
the most trusted agent of Lord Morksittar and inventor 
of many sorcerous war machines, including the 
devastating Doomwheel. 


JAEGAR, FELIX. 


Youngest son of the renowned Jaegar clan of wool 
merchants. Felix was a student and political 
agitator until he crossed paths with the 

Slayer Gotrek Gurnisson. He now 4 
accompanies the crazed 


Dwarf on 

his epic \ : 
adventures. \ 
Gotrek and Felix. 
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KROAK. 


A mighty Slann mage who was privy to the council of 
the Old Ones. Venerable Lord Kroak was mummified 
after his death and some of his life force was bound to 


the embalmed body by potent sorcery. He is thus the 
most ancient of all Lizardmen. 


Emperor Karl Franz and his war oriffen. 
KARL FRANZ. 


Current Emperor of the Empire and arguably the 
greatest statesman of the Old World. During his reign, 
the Empire has enjoyed years of prosperity, expansion 
and development and has thus far resisted the efforts of > make 
Orcs and Chaos war bands to seize its territories. Morgiana, fay enchantress of Brettonia. 


LE FAY, MORGIANA. 


The latest in the line of Bretonnian Fay Enchantresses, 
the reclusive prophetesses of the Lady of the Lake. 
Morgiana presided over the coronation of the current 
king Louen Leoncoeur, and her favours are sought by 
all knights who embark on the quest for the Grail. 


LEONCOEUR, LOUEN. 


Present King of Bretonnia and the epitome of 
knighthood. Louen has earned the epithet ‘Lion 
Hearted’ on account of his tremendous courage in the 
defence of his realm. 


LOSTERIKSON. 

Celebrated Norse explorer. The first Old Worlder to set 
foot on the shores of Lustria and live to record the 
event. Established the colony of Skeggi, named after 
his own daughter — the first norse child to be born in 
the new world. 


MAGNUS (THE PIOUS). 


One of the most popular and capable Emperors in the 
history of the Empire. A devout member of the cult of 
Sigmar, Magnus raised an enormous army and 
vanquished Chaos during the Great War. 
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Louen Leoncoeur, King of Bretonnia. 
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_ MORATHI 

y\, Most ancient of the Dark Elf Hag 
‘, Queens. She appears as young 

s, and beautiful as she was when 
she married Aenarion 
almost seven thousand 
# years ago. Her son, by 
FY Aenarion, was the 
renegade Malekith, 
whom she 
accompanied to the 
land of Naggaroth. 


NAGASH. 
Supreme lord of the Undead. Born in the ancient city 

of Khemri almost two thousand years before the birth 
of Sigmar, Nagash studied the dark art of necromancy 
to prolong his life and succeeded in binding his spirit 

to his body after his ‘death’. He was apparently killed 

by the priest king Alcadizaar, but later returned to rule 
his Undead empire. 


ya 
Malekith, Witch King of Naggaroth. 


MALEKITH. 

Witch King of the Dark Elves. Son of Aenarion and 
Morathi, Malekith attempted to usurp the Phoenix 
Throne and was horribly burned for his temerity. Fled 
to the chill land of Naggaroth, along with his mother 
and loyal retainers, where he established his own 
kingdom. 


MAZDAMUNDI. 


Slann Mage Priest of the Lizardman city of Hexoatl. 
One of the wisest of his kind, he was an apprentice of 
the original Slann and has a deep understanding of the 
Old Ones plans. 


\ 


Nagash, supreme lord of the Undead 
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ORION 


King of the Wood Elves of Athel Loren and consort of 
Ariel. Believed to be imbued with power of the Elven 
hunting god Kurnous, Orion appears as a huge, 
muscular Elf with green skin and great antlers 
sprouting from his brow. 
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Orion the Hunter, King of Athel Loren. 


REPANSE (DE LYONESSE). 


A 17 year old Bretonnian shepherdess who received a 
vision of the Lady of the Lake when Chaos armies were 
sweeping across Bretonnia, and led her people to 
freedom. 


SIGMAR. 


Hero of the Unberogen tribe. Founder and first 
Emperor of the Empire. Later deified. The date of his 
birth marks the first year of the Imperial Calendar. 


SKARSNIK 

Night Goblin chieftain of the Crooked Moon tribe, and 
warlord of the ruined Dwarf citadel of Karak Eight 
Peaks; the Dwarfs have been unable to retake it so far. 


SKROLK, LORD. 


Plaguelord of Clan Pestilens, he is a sickening Skaven 
with hideous rotting flesh and a miasma of pestilence. 


SNIKCH (DEATHMASTER). 


Chief assassin of the Skaven Clan Eshin. A master of 
death responsible for bringing a swift end to his lord’s 
enemies in every corner of the Warhammer World. 


MALEKITH — ZHATAN 


TECLIS. 

High lore master of the White Tower of Hoeth and the 
most powerful sorcerer alive. Defeated the Witch King 
Malekith in a sorcerous duel at the battle of Finuval 
Plain. He is the twin brother of the hero Tyrion. 


TENEHUINI. 


Skink prophet. During the Skaven incursion, Tenehuini 
led the Red Crested Skinks on a crusade to proclaim 
the true divinity of Sotek. 


THORGRIM (GRUDGEBEARER). 
Current High King of the Dwarfs. A direct descendant 
of the ancestor gods, noted for his determination to 
right every wrong done to his people, as recorded in 
the Great Book of Grudges. 


THANQUOL. 


Very important Skaven Grey Seer. He is the arch-enemy 
of Gotek Gurnisonn, who foiled one of his plots. 


TYRION. 


Mightiest High Elf Warrior of the modern age, and 
Champion of the Everqueen Alarielle. A direct 
descendent of Aenarion and twin brother of Teclis. 


_ Tyrion, High Elf Hero. 


ZHATAN (THE BLACK). 


Chaos Dwarf commander of the tower of Zharr. A 
cunning warlord and an unbelievably cruel slave master, 
even by the standards of Chaos Dwarfs. 
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Being an encyclopedia and an exploration of the diverse lands, 
races and cultures of the known world, its magic, warriors, 
fantastic beasts and strange creatures, and including maps, 
histories and timelines, and an examination of the 
iconography, mystical symbols and languages thereof. 


In THE WORLD OF WARHAMMER, you will see and read about every aspect of 
the known Warhammer planet - a complete fantasy game world inhabited by: 


DwarFs, HIGH ELVEs, CHAOS Dwarrs, SKAVEN, UNDEAD, Woop ELVEs, 
LIZARDMEN, DARK ELVES, MEN, ORCS AND GOBLINS AND OTHERS... 


This book also chronicles some of the greatest battles that have taken place in the 
world, describes many of the most famous heroes and villains and gives a history, 
as far as it is known, of the incredible world of Warhammer. 
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